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Preface 


This teacher’s guide is designed to meet the needs of teachers who wish to 
introduce Early Writing Skills to their students using the Writer Rabbit 
program. Below is a description of the sections in the guide. 

Writer Rabbit Scope and Sequence Chart, Language Arts Skills 

correlates the language arts concepts, or strands, presented in the on-line 
games and off-line activities to the grade levels where these concepts are 
commonly taught. Each game and activity is referenced by page number. 

Teaching with Computers addresses several issues of concern to teachers. 
Here, topics such as the teacher’s role, setting up the work space, and 
incorporating the computer into the curriculum are discussed. 

Stepping Through Writer Rabbit provides an overview of the concepts 
and skills that can be developed by playing Writer Rabbit. The Learning 
List enumerates these for each game. Game Options describes each of the 
game options available for customizing the games; Game Scores explains 
the program’s record-keeping system; and Printing Certificates, Scores, and 
Stories describes the program’s print features. Starting Up the Program is 
designed to help teachers prepare to introduce the program to students. 

The second part of the Stepping Through section describes each game in 
the Writer Rabbit program with a focus on the objectives, on-line presen¬ 
tation, and off-line activities. The off-line activities are intended to 
strengthen and generalize the concepts and skills developed in each game. 
The Evaluation page includes questions to test students’ understanding of 
the games, and the Class Record Form can be used to monitor students’ 
progress through the program. Answers are provided, where appropriate, 
for the off-line activities. 

The Activity Sheets are blackline masters for use with the off-line 
activities. Some of them may be used as evaluation instruments of 
program objectives. 

The Appendix includes a list of Special Keys, which provides a quick 
reference to the keys needed to play Writer Rabbit, and a list of Sentence 
Parts for student reference. Keeping Current gives the names of valuable 
books, publications, and national organizations to help the teacher who 
wishes to learn more about computers and the educational applications 
of computers. 

It is our hope that this guide meets the needs of teachers who use it, and 
we welcome suggestions, comments, and ideas about its effectiveness. 





Writer Rabbit Scope and Sequence Chart 
Language Arts Skills 


STRANDS 


READING 

COMPREHENSION 

• Reading phrases 
and sentences 


Identifying sentence 
parts 


VOCABULARY 

• Recognizing high- 
frequency sight words 


• Recognizing the 
relationships between 
words 


GRADE LEVEL 
Grade 2 


Ice Cream Game: T19-21 — 

Matching Sentence Parts: 

T22; S1- 

Cake Games 1, 2, and 3: 

T26-30 - 

Sentence Part Search: T31; 

S27-29- 

Newspaper Clippings: T32 - 

Dramatic Editing: T33- 

Juice Game: T36-38 - 

Sentence Builder: T39; S31 
Silly Story Party: T41-44 — 

Story Maker: T45; S32- 

Real Writing: T46; S34-40 — 

Ice Cream Game: T19-21 — 
Matching Sentence Parts: 

T22; S1- 

Identifying Sentence Parts: 

T23-24; S2-26 - 

Label Me: T25 - 

Cake Games 1, 2, and 3: 

T26-30- 

Sentence Part Search: T31; 

S27-29- 

Newspaper Clippings: T32 - 


Ice Cream Game: T19-21 — 
Matching Sentence Parts: 

T22; S1 - 

Cake Games 1, 2, and 3: 

T26-30- 

Sentence Part Search: 

T31; S27-29 - 

Dramatic Editing: T33- 

Juice Game: T36-38 - 

Sentence Builder: T39; S31 — 

Silly Story Party: T41-44- 

Story Maker: T45; S32 - 

Real Writing: T46; S34-40 — 

Cake Games 1 and 2: T26-29 

Sentence Part Search: 

T31; S27-29- 

Newspaper Clippings: T32 — 

Dramatic Editing: T33- 

Group-Made Sentences: T34 - 
Pass-lt-On Sentence 
Game: T35; S30 - 


Grade 3 


Grade 4 







VI 


Legend: 

T = Teacher page 
S = Student Activity Sheet 















Writer Rabbit Scope and Sequence Chart 
Language Arts Skills 


GRADE LEVEL 


STRANDS 

Grade 2 

Grade 3 

Grade 4 

• Recognizing simple 
sentence structure 




waKe oame oi izo-zr, ou 

Sentence Part Search: T31; 

QOT on 






Uicimciiic tzuiiiny. \o^ 



OI UU|J*IVIdU^ 0^1 1 OH* 

Pass-lt-On Sentence 

TOR- con 






OUlwW Uidlllwa 100*00 



GRAMMAR 

• Recognizing complete 
sentences 

• Understanding the 
relationship of word 
order to meaning in 
sentences 

• Producing a variety of 
sentence patterns 

• Using sentence structure 
to enhance clarity, 
quality, and creativity 







Pairo r^ama O* T0R.07 On 






L^iciiii^iiu 1 oo 



Pass-lt-On Sentence 

r^amo- TOR- QOO 









OoiUt^llOc^ DUIIUt^i. IOO| OO 1 
Oi||w Qtftrv PArtv* - 



wiiiy oii/iy rciiiya 



riuiurt? oiurit^o. i^/ > o^i 

Cake Game 3- T26«27 30 _ 






LJiamaiic EiuiiiriQ. loo 

G r^i aHo Qonton^oc* T34 — 



OIUUIJ^IVIclUo Oc^lUollOoo. 1 OH 

Pass-lt-On Sentences: 

TOR. con 



lOO, oou 

.filing r^aiTia* TOft-Oft 



OUlwW Viaill^a 1 WW wO 

C^ntanr ‘0 RiiilHor* TOQ" ^01 _ 



ociiiciioc Duiiuci. iOv7, oo I 
Cantanna ^hnrtc’ *rOQ-d.n _ 



OCMlOll^C? OIIUllO. I 0%7 ‘tw 

Siliv Storv Partv* T41-44 _ 



^^lll y y iCH^wa ■"Tl “t"T 

Pir'tiira Qtnria''" TAT" QA1 



r lUlUlt^ OlUllwO. IH/| OH I 

Cake Game 3: T26-27, 30 — 

Dramatic Editing: T33 
Group-Made Sentences: T34 - 
Pass-lt-On Sentence Game: 

xor- *^on 

--- 

-► 

--^ 

loo, ooU 

Juice Game: T36-38- 

Sentence Builder: T39; S31 — 
Silly Story Party: T41-44 - 

Picture Stories: T47; S41- 

-► 

-► 
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Writer Rabbit Scope and Sequence Chart 


Language Arts Skills 


STRANDS 


• Using nouns, pronouns, 
verbs, and modifiers 
correctly 


WRITING 

• Using sentence parts 
as essential elements 
in writing 


• Acquiring keyboarding 
skills 

• Writing phrases 


GRADE LEVEL 
Grade 2 



Grade 3 


Ice Cream Game: T19-21 — 

Identifying Sentence Parts: 

T23-24; S2-26 - 

Cake Game 3: T26-27, 30 — 
Group-Made Sentences: T34 
Pass-lt-On Sentence Game: 

T35; S30- 

Juice Game: T36-38- 

Sentence Builder: T39; S31 — 

Sentence Shorts: T39-40- 

Silly Story Party: T41-44 — 

Story Maker: T45; S32- 

Story Planner: T46; S33- 

Real Writing: T46; S34-40 — 
Picture Stories: T47; S41- 


Grade 4 



Ice Cream Game: T19-21- 

Identifying Sentence Parts: 

T23-24; S2-26 - 

Cake Games 1, 2, and 3: 

T27-30 - 

Sentence Part Search: 

T31; S27-29 - 

Newspaper Clippings: T32 — 

Dramatic Editing: T33 - 

Group-Made Sentences: T34 - 
Pass-lt-On Sentence Game: 

T35; S30 - 

Juice Game: T36-38 - 

Sentence Builder: T39; S31 — 

Silly Story Party: T41-44- 

Story Maker: T45; S32 - 

Real Writing: T46; S34-40 - 

Picture Stories: T47; S41- 

Silly Story Party: T41-44- 


Ice Cream Game: T19-21 - 

Identifying Sentence Parts: 

T23-24; S2-26 - 

Label Me: T25 - 

Cake Game 3: T26-27, 30 - 
Pass-lt-On Sentence Game: 

T35; S30 - 

Silly Story Party: T41-44 — 

Story Make: T45; S32 - 

Story Planner: T46; S33- 

Real Writing: T46; S34-40 - 
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Writer Rabbit Scope and Sequence Chart 
A Language Arts Skills 


GRADE LEVEL 


STRANDS 


Grade 2 


Grade 3 


Grade 4 


• Composing simple 
sentences 


• Writing various types 
of letters 

• Writing in a variety 
of forms 


• Editing for correct 
syntax and sentence 
structure 


Cake Game 3: T26-27, 30 — 

Dramatic Editing: T33- 

Group-Made Sentences: T34 
Pass-lt-On Sentence Game: 

T35; S30- 

Juice Game: T36-38- 

Sentence Builder: T39; S31 - 

Sentence Shorts: T30-40- 

Silly Story Party: T41-44 — 

Story Maker: T45; S32- 

Story Planner: T46; S33- 

Real Writing: T46; S34-40 — 
Picture Stories: T47; S41 - 

Silly Story Party: T41-44 — 

Real Writing: T46; S34-40 — 

Juice Game: T36-38 - 

Sentence Shorts: T39-40- 

Silly Story Party: T41-44 — 

Story Maker: T45; S32- 

Story Planner: T46; S33- 

Real Writing: T46; S34-40 — 
Picture Stories: T47; S41- 


Cake Game 3: T26-27, 30 

Dramatic Editing: T33 
Group-Made Sentences: T34 
Pass-lt-On Sentence Game: 
T35; S30 

Juice Game: T36>38 
Sentence Builder: T39; S31 
Silly Story Party: T41-44 

Picture Stories: T47; S41 


ix 





















Teaching with 
Computers 


A Teacher’s Role 

With increasing numbers of computers in schools, we find ourselves 
asking how we can effectively use a new teaching tool in the class¬ 
room. What is the role of the teacher who uses computers? 

^ur role as a teacher is critical in a student’s computer experience. 
You can open exciting doors of learning by selecting software that 
challenges students while providing them ample opj)ortunities for 
success. You can help students create bridges between computer 
skills and concepts, and the classroom curriculum. \bu can be a role 
model demonstrating openness and curiosity while introducing new 
ways to learn. 

Today many young people have computers at home, and you may find 
that some of them are skilled users. If you are just learning about 
computers yourself, you may find that some of your students are more 
knowledgeable about the use of computers. Y)u can harness this 
expertise and provide your computer-literate students with the chance 
to help you and other students learn about computers. By doing this 
you can give these students the gift of heightened self-esteem while 
gaining valuable assistants in your role as the classroom manager. 

Y)u will find that most children welcome the opportunity to use a 
computer. Most will quickly pick up terms and procedures. With a 
little guidance, they all can become competent computer users. 

Your role in integrating the computer in your classroom is much the 
same as it is when introducing any other learning tool. Once it is 
selected, you prepare to use it. Then you help your students gain 
mastery as well. "Vbur challenge becomes one of using the new 
learning tool in a creative and productive way. It takes the same 
amount of time and planning that goes into developing any new 
course and selecting the curriculum materials. 

When students, especially younger ones, begin to use a computer, 
they will often ne^ help with directions. You can provide those 
directions to the entire class, to groups, or to individuals. Once the 
students master basic directions, they can work alone or in groups. 
Children learn a great deal from working with other children. You 
should encourage them to share information. 

In many ways, you can view the computer as a superb teacher’s 
aide. With the right kind of software, children can feel safe taking 
intellectual risks. 




Teaching with Computers 


Skills and concepts can be introduced that traditionally would not be 
taught until much higher grades. Enrichment opportunities can be 
provided for any student. 

Although the computer is a powerful tool for learning, it can never 
replace human creativity and sensitivity. The computer cannot know 
the skills that each of your students needs to master; nor can it know 
students’ strengths and weaknesses. Only you, the creative teacher, 
can choose the software that will benefit your students, assign needed 
lessons, and make the critical subjective judgments about approach 
that will turn the key and free a student’s mind to learn. 


Hardware Management 

Setting Up Space; Create a Work Station 'Vbur school or classroom 
may be one in which a computer is already established. If so, this 
section may not pertain to you. However, if you are introducing a 
computer to your students for the first time, the following suggestions 
may help. 

Introducing a computer to your students wiU probably be an exciting 
experience for everyone. Set aside a special place where students can 
explore euid use the computer. It can be a place where they learn to 
care for the computer without fear of damaging an expensive machine. 
It can provide a place to focus on computer work and a place for 
display materials related to the concepts and skills presented by the 
computer programs. 

Computer work stations may have the following things in common: an 
enclosed computer table (the enclosure provides display space); enough 
chairs for groups of students; and room for the entire class to sit on 
the floor and view the computer screen. 

To set up a work station you will need the following items: 

‘A table. If your computer is not on a portable cart, a table will 
be needed. It may be small enough to hold just one computer or 
large enough to hold more. It might have space for another 
student who is waiting for a turn at the computer. 

■ The computer systems (s). For each system you will need a 
computer, a disk drive, and a monitor (color recommended); 
a power strip (power bus) with an on/off switch is suggested. 
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Teaching with Computers 


"A container to hold the disks. '%)u can purchase special disk 
holders at computer stores or some educational supply houses. 

A covered box works almost as well if disks can stand up 
inside of it. 

" Some way of enclosing the space. Placing the work station in a 
comer of the room is an easy solution. If you don’t have an 
extra comer you can constmct a 3-part standing screen by using 
fiber board, heavy cardboard (even a refrigerator carton), or 
wood. If you choose fiber board or wood you will need hinging 
devices. If you use heavy cardboard you will need reinforcements 
on the bottom to make it stand upright. An alternative could be 
to turn the screen away from the view of the classroom. 

'Display space. "Vbu can hang bulletin boards right on the walls 
if your work station is in a comer. A wooden enclosure can be 
covered with cork or fiber board. If you use fiber board or 
heavy cardboard for your work station you can display materials 
directly on the station’s enclosing walls. 

■ Materials for working on the bulletin board. Pens, pencils, paper, 
erasers, pushpins, tape, string, and containers to hold such 
materials are items to consider, "feu should place these items 
distant from the computer or make them unavailable to students 
to avoid tempting them to experiment with the keyboard. 
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Teaching with Computers 


Setting Up the Computer In our experience, even young children 
can become competent at setting up and taking down computer 
systems. In feet, we know of some classrooms where the children 
instruct the teachers. 

Discuss ahead of time your ground rules for using the computer. (No 
food or drinks around it; use it gently; do not put anything into or on 
the computer; etc.) Warn students that items such as food, paint, clay, 
magnets, paper clips, or any liquid that might spiU into the computer 
can cause d^age to the computer unit. \bu may even want to have a 
guest speaker discuss these issues and answer student’s questions. 

The manual that comes with your computer will explain the details of 
how to set up your specific machine. However, we are including some 
tips learned over time. 

■ Ground your computer. Computers have three-prong plugs and 
must be plugged into a wall socket that is actually grounded. 

■ Use a power strip with an on/off switch. Instead of plugging 
your computer directly into the wall socket, consider using a 
power strip. It has multiple sockets and can compensate 
somewhat for lack of sufficient electrical outlets. It serves the 
purpose of an extension cord, but is sturdier. Using the on/off 
switch can reduce wear and tear on the computer’s power switch. 

■ If you are using a television you will need a frequency modu¬ 
lator. Frequency modulators to convert the TV into a computer 
monitor are inexpensive at computer supply stores. They attach 
to the TV’s antenna leads and, by a cable, to the computer. See 
the instructions that come with the frequency modulator. Regular 
monitors do not need frequency modulators. 

■ Open up your computer. "Ybu can do this with most, but not all, 
computers. Look inside. This is a good time to introduce your 
students to computer terminology. They can see the silicon chips. 
The large board that everything else is plugged into is called the 
mother board. The disk drive has a peripheral card that is 
plugged into a specific slot. There is also a special port for a 
joystick if you wiU be using one. See your machine manuals. 

'Handle disks with care. Hold disks only by the label or by the 
black jacket and teach your students to do the same. Disks can 
be damaged easily by pressure (writing on the affixed label with 
pen or pencil), heat (sunlight, heaters, storage areas), magnetic 
fields (magnets, paper clips stored in magnetic containers, being 
placed on or around disk drives, telephones, fens, motors, 
loudspeakers, or air conditioners), and bending. 
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■ Cover your computer. The computer hardware may need special 
attention, too. Large plastic or cloth sheets may be used to 
cover the computer to protect it from dust when not in use. 

Tell students that starting-up means putting the disk into the disk 
drive, closing the door, and starting the computer. Explain to students 
that to put the disk into the disk drive, they must slide it gently until 
it stops. Jamming it roughly or pushing it in too far can result in a 
damaged disk. The disk drive may make a whirring or clicking sound 
as it is loading. A red light on the disk drive will light until the 
loading is finished. Tell students the red light is like a stop sign; do 
not open the door to remove a disk or to put another one in when the 
light is on. 

You can explain to your students that the disk is spinning very fast 
inside the disk drive. Heads in the disk drive resemble those on a 
tape recorder and they read the disk’s information. The information 
travels through the wide cable running from the disk drive to the 
computer and is stored there in RAM (random access memory) chips. 
Ask students to keep the doors to the disk drives closed when not in 
use; this keeps the heads from getting dirty. 
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Classroom Management Tips 

Here are a few tips that we have found useful for classroom 
presentations. 

One Computer: Everyone Plays At the present, most classrooms 
have only one computer. In fact, the teacher who has access to 
one computer that does not need to be shared is considered quite 
fortunate. How to manage this resource is of some concern. 

Computer programs work very well in classroom presentations. The 
main limitation is having a large enough screen so that everyone can 
see. When teachers introduce the programs to the entire class at the 
same time, students know what to expect and have a better idea of 
what they need to do when they work individually at the computer. 
One presentation that works well is to have students take turns 
running the programs and playing the games as the rest of the class 
watch and advise. 

As you work with your class you will discover new ways to encourage 
student involvement. The students will make interesting suggestions 
as well. 

Two at the Computer: Parallel Play Another way to manage a 
classroom presentation is to have one or two students playing the 
game at the computer while the rest of the class are involved in an 
off-line activity. With shorter games, all of the students may have an 
opportunity for a brief time at the computer during one class presen¬ 
tation. Some of the activities in this book are suggested off-line 
activities. They can be used to extend the concepts developed in the 
computer games. 
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stepping Through 
Writer Rabhit 


For all a rhetorician^s rules 
Teach nothing but to name his tools. 

Samuel Butler 


Writer Rabbit is a playful and imaginative educational program that 
helps students learn early writing and reading skills. Students identify 
sentence parts and construct sentences by playing Writer Rabbit’s 
lively party games. When they’ve learned the basic building blocks of 
sentences, players have fun creating their own amusing nonsense 
stories, as well as practical compositions, such as letters, announce¬ 
ments, an invitation, and a report. 

The program features three separate vocabularies for Levels A to C 
(2nd- through 4th-grade levels). A wide variety of other game options 
for controlling the student’s learning experience, designed specifically 
for teachers, include a timer, speed, sound, and the kind and number 
of sentence parts to use in a game. For five of the six Writer Rabbit 
games, charts display game scores skill areas so strengths and 
weaknesses are easy to assess. With a complete help fecUity available 
at all levels of the program, and the capability of saving and printing 
scores and stories, you will find Writer Rabbit a powerful teaching 
tool that is remarkably easy to use. 

The material that follows provides detailed descriptions of the games 
and program features, what students can learn from each game, and 
how to use the game options to meet the individual learning needs of 
your students. "Vbu will also find specific suggestions for introducing 
the games to your class, as well as a wide assortment of off-line 
activities that extend or enrich the concepts presented in the program. 

These activities, designed to accompany specific games in Writer 
Rabbit, may be administered as introductory exercises before students 
take their turn at the computer or as parallel activities while other 
students play the computer game. Some of them may be used as 
follow-up activities after aU the students have played the game at the 
computer. Some activities may also be used for homework or evalua¬ 
tion. Feel free to experiment using the activities in different ways to 
discover how they can be most valuable to you. 
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Learning and the Writer Rabbit Program 

Writer Rabbit is an entertaining way for students to develop basic 
writing skills while improving their reading ability. Through a series of 
six carefully sequenced games, students learn the fundamentals of 
sentence construction step by step. The first five games are sequenced 
to build on and reinforce the skills from the games that precede them. 
Students learn one skill at a time, at their own pace, and use those 
skills to master new ones. The last game provides students with an 
opportunity to be creative and use what they have learned to write 
their own stories. 

The program introduces the basics of good writing by teaching students to 
recognize and use seven sentence parts—WHO, WHAT, DID WHAT, 
WHEN, WHERE, WHY, and HOW. These sentence parts are taught 
rather than the classic parts of speech (noun, pronoun, verb, adjective, 
adverb, preposition, conjunction, and interjection) because they are the 
functional elements writers need to create fiction and nonfiction works. 
The eight parts of speech are of more interest to grammarians than writers 
and do not directly stimulate the writing process. The sentences and 
nonsense stories used in the program, while conforming to the accepted 
rules of grammar, are intentionally whimsical, funny, and often pre¬ 
posterous in order to stimulate students’ imagination and encourage 
creative writing. 

In the first game, students learn to recognize the seven basic sentence 
parts in isolation. In the second, third, and fourth games, they learn to 
locate the sentence parts in sentences—first by whole phrases, then 
word by word—and to recognize their order in complete sentences. In 
the fifth game, students indentify complete sentences, expand them, 
and arrange the sentence parts in the best logical order. Award 
certificates are avaulable for printing after completing any of the first 
five games. These certificates provide students with positive feedback 
and enhance the learning experience. The last game in the program 
encourages writing creativity by allowing players to supply missing 
parts to a story format, including nonsense stories, and to different 
kinds of letters and other useful forms. Because the program includes 
hundreds of phrases, thousands of sentences, and dozens of different 
stoiy formats, the games are never the same twice—ensuring sustained 
motivation and hours of stimulating play. 
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The Learning List 

Games/Levels 
Ice Cream Game 



Cake Game 1 



Cake Game 2 


Cake Game 3 


Juice Game 



Silly Story Party 



Concepts and Skills Presented 

■ Identifying sentence parts in isolation 
* Improving reading comprehension 


■ Locating specific sentence parts in a sentence 

■ Improving reading comprehension 


■ Locating sentence parts in a sentence one word at a time 

■ Developing awareness of complete sentences 

■ Developing awareness of what makes a phrase 

■ Improving reading comprehension 

■ Recognizing the order of sentence parts in a sentence 

■ Developing awareness of complete sentences 

■ Improving reading comprehension 

■ Recognizing complete sentences 

■ Adding sentence parts to incomplete and complete sentences 
* Making more complex sentences 

■ Determining the best order of sentence parts in a sentence 

■ Improving reading comprehension 


■ Choosing sentence parts to complete a story 

■ Writing sentence parts to complete a story 

■ Developing writing creativity 

• Improving reading comprehension 
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Game Options 

In addition to the six writing games, Writer Rabbit includes a variety 
of game options for tailoring the program to the special needs of your 
class. These options allow you to set the reading level, timer, speed, 
sound, and the kind and number of sentence parts used in the first five 
games of the program. Most of these options are available in more 
than one place in the program. 


When you first load the Writer Rabbit program, a window appears 
prompting you to select a level for the games. The level determines the 
vocabulary used in the games—2nd-, 3rd-, or 4th-grade reading level— 
and the settings of the other game options. The chart below shows the 
default settings for each of the three game levels. Choose an 
appropriate game level for your class by using the A RROW keys to 


highlight the level you want and press I SPACEBAR I to select it. 


DEFAULT SETTINGS 



Level A 

Level B 

Level C 

Timer 

Off 

On 

On 

Speed 

Slow 

Medium 

Fast 

Sound 

On 

On 

On 

Sentence parts used in the 

WHO 

WHO 

WHO 

Ice Cream Game 

WHERE 

WHERE 

DID WHAT 
WHEN 

WHERE 

DID WHAT 
WHEN 
WHAT 

WHY 

HOW 

Reading level 

2nd grade words 

3rd grade words 

4th grade words 

Number of sentence parts used 
in a sentence 

2-3 

2-4 

2^ 

WHY and HOW used in the 

Cake Games and Juice Game? 

No 

Yes 

Yes 


no 
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You can change the game level and options selecting 
“Special Features” from the Main Menu, then “Game Options” 
from the second menu that appears. This second menu displays 
a list of an avaUable game options. The current setting of each 
option is shown hy a check mark. To change an option, use the 
ARROW keys to fiighlight the option you want and press 


SPACF.RAR I to select it. A check mark appears beside the 


selected option. 



When you introduce each game during the classroom presentation, it is 
recommended that you turn the timer off so that students won’t feel 
rushed when learning the game concepts. Y>u can turn the t imer off 
(or on) at an 5 dime in the program by pressing I CONTROL I and PtI 
simultaneously. 


Once students become adept at playing a game, you may want to turn 
the timer on to make the game more challenging. Y)u can set the 
timer speed at Slow, Medium, or Fast for any game level. When 
setting the speed, keep in mind that a fest game can stimulate some 
students but frustrate and confuse others. Yju will probably want to 
begin with a slow setting and increase the speed only when you feel 
your students are ready. 


You can select the sentence parts to use in the first game, the Ice 
Cream Game, either from the game options list or from the game 
menu (which is displayed when the game is loaded). This option gives 
you the flexibility to choose the sentence parts that best meet your 
curriculum goals and the individual learning requirements of your 
students. Before playing the game, choose a minimum of two sentence 
parts, then either change them in subsequent games or add more parts 
to increase the difficulty of the game. 


In the Cake Games and Juice Game, you can choose to use or not use 
the sentence parts WHY and HOW. You can also determine the length 
of the sentences ty choosing the number of sentence parts to use— 
either 2 to 3 or 2 to 4. This option provides another way to increase 
the difficulty of a game. 
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Game Scores 

Writer Rabbit provides a complete record-keeping system for 
recording game scores and tracking the progress of your students. Five 
of the games generate scores that can be displayed in a number of 
ways, saved on disk, and printed (if you have a dot matrix printer 
available) for your files. 

Scores generated from the Ice Cream Game, Cake Games 1, 2, and 3, 
and the Juice Game are displayed on a scoreboard at the end of each 
game played. These scores include the number of correct answers in 
the last game played and a cumulative score of the total number of 
correct answers for aU previous games played during the computer 
session. The scores are given in terms of the number of carrots used 
in the game (a direct correlation to the number of correct answers) and 
provide positive feedback to students after completing a game. The 
total cumulative score can be printed on an award certificate with the 
student’s name (see page T14). 

More detailed game scores can be viewed by selecting “Special 
Features” from the Main Menu and then “Scores” from the second 
menu that appears. A third menu gives you a choice of displaying a 
Score Summary or individual game charts, as well as options for 
saving, clearing, and loading scores. 

The Score Summary shows the number of answers attempted 
and the number of correct answers for each of the five scored 
games. Scores for the three-part Juice Game are shown for each 
of the three game questions. The Score Summary provides an 
overview of a student’s progress through the program and an 
indication of his or her success with each game. 

Individual game charts can be viewed for the Ice Cream Game 
and Cake Games 1 and 2. (These charts are not appropriate 
for displaying scores from Cake Game 3 or the Juice Game). 

The number of correct answers (made on the first try in a 
game) is shown in the boxes along the diagonal on the chart. 

The number of incorrect answers (made on the first try) and 
what those answers were are shown in the other boxes on the 
chart. The number of times a player ran out of time in a game 
is eilso shown. 

The chart makes it easy to assess strengths and weaknesses in a 
student’s understanding of sentence parts. You can also determine how 
much practice a student had with individual sentence parts from the 
totals at the bottom of the chart. These totals show the number of 
times the student was exposed to each sentence part in the game. 
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Managing Scores Because the program allows you to save, clear, 
load, and print scores, you can maintain a complete record of each 
student’s progress through the program. \bu can, for example, save a 
student’s scores on disk after he or she completes a game or series of 
games, then clear the scores from memory for the next student’s turn 
at the computer. Later, when a student returns to the computer to play 
another game, you can load the original scores for updating during 
the current computer session. If students play the games in pairs or 
teams, you can use these options to monitor the scores for each 
group. If you like, you can instruct your students to save their scores 
themselves, then clear them before another student plays a game. 
However, this approach is not recommended for classes with very 
young students. 

To access these options, choose “Special Features’’ from the Main 
Menu, then “Scores” from the second menu that appears. This 
displays the Scores menu with options for viewing, saving, clearing, 
and loading scores. To print scores, see page T14. 

To save scores, choose the “Save Current Scores” option which 
allows you to save the scores currently in memory. %u will need a 
blank or reusable disk as a storage disk. On an IBM or Tandy 1000, 
you will need a formatted blank disk. See your DOS manual for 
instructions on formatting a disk. 


Type the name of the student, up to 15 characters, whose 
scores are curren tly in memory. To erase a mistake, press 
H, I DELETE , or th e backspa ce key on your computer. To 
capitalize a letter , press I SHIFT I and the letter. On an Apple 
n or n+, press I CONTROL I and [a] simultaneously to 
capitalize the next letter typed. 


Insert your Wri ter Rabbi t storage disk in the drive and press 


RETURN 


or 


ENTER I to save the scores. If you do not 


have a storage disk, follow the prompts on the screen for 
creating one. 


To clear scores, use the “Clear Current Score” option to erase scores 
from memory, (’fcu may want to save the scores on a storage disk 
before erasing them.) Just follow the prompts on the screen. 
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To load scores, use the “Load Scores” option to load scores into the 
computer and view or print them. When you load scores, those 
currently in memory will be erased. (You may want to save the 
current scores on a storage disk before loading new ones.) 


■ Insert your Wri ter Rabbi t storage disk in the drive and press 


RETURN 


or 


ENTER 


■ Select the name of the student from the list whose scores you 
want to load. 


Printing Certificates, Scores, and Stories 


You can print award certificates from any of the five scored Writer 
Rabbit games, stories from the Silly Story Party game itself, or 
scores and stories from the Special Features menu. 

To print a certificate from one of the games, select “Print your 
certificate” above the scoreboard that appears when a game is 
finished. The current number of carrots used in all games 
played so far is printed. 

To print a story or stories from the Special Features menu, select 
“Printing,” then the appropriate option from the Print menu, as 
shown below. 



The Learning Company 


Pre«idltu Mw«r«is Th<s 


Certificate of 
Ac\)itiHment 


y««» 

For Carrots 

Stop*«do«sf 


■ Print Current Scores allows you to print the scores that are 
currently in memory. 


■ Print Saved Scores allows you to print the scores you’ve saved 
on your storage disk. (Printing saved scores does not erase 
those currently in memory.) Just foUow the prompts on the 
screen to select the scores you want to print. 


* Print Saved Stories allows you to print a story you’ve saved 
on your storage disk. Just follow the prompts on the screen to 
select the story you want to print. 
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To print: 


Select the appropriate print option as described above. A 
window appears that displays the current printer type, the 
printer interfece, the printer slot, and the line feed setting. If 
this default printer set-up does not match your system, you need 
to make the appropriate changes before you can print. Press 


S I to change the current set-up. See the instructions below. 


Press I RETURN 


or 


ENTER I to print. 


The Printer Set-Up Before you can print certificates, scores, or 
stories, you must have the proper printer configuration set-up for your 
system. 'Vbu can view the default printer setting by selecting any of the 
program’s print options. A window wUl appear that displays the current 
printer type, the printer interfece, the printer slot, and the line feed 
setting. To change any of these printer settings, press [s] to view the 
Set-Up menu. Then select the appropriate options shown below to 
change the settings to match your system. V^en you are done, select 
the “Save Set-Up” option to save the new settings on your Writer 
Rabbit program disk. Then they wUl load automatically each time you 
use the program. 

■ Select Printer gives you a list of different printers from which 
you can select. If your printer is not among those on the list, 
chances are that it emulates (or can be made to emulate) one of 
those listed. Try the defeult setting or see your printer manual. 

■ Select Interface gives you a list of different cards that can 
connect your printer interface to your computer. 


Change Printer Slot change s the slot num ber displayed in the 


current printer set-up. Press I SPACEBAR I to cycle through the 


numbers 1 to 7 to indicate the computer slot connected with 
your printer. Slot 1 is the normal setting on most computers. 


■ Turn Line Feed Off/On toggles the setting displayed in the 
current printer set-up between On and Off. 
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■ Save Set-Up saves the current printer settings to your Writer 
Rabbit program disk so you won’t have to reset them each 
time you want to print. To save the settings, just follow the 
prompts on the screen. The settings will load automatically 
each time you load the program 


■ Exit Set-Up Menu takes you back to the window that displays 
the current printer set-up. (If you changed the printer set-up, 
the new settings will be displayed.) From there, you can print 
the certificate, scores, or story. 


Starting Up the Program 

First, make sure that all your students can see 
the screen and, if possible, the computer 
keyboard. (Elevating the computer monitor may 
help more students see the screen.) Then choose 
one student to put the Writer Rabbit disk in the 
disk drive Side 1 up, close the door, and turn on 
the computer and monitor. If you are using an 
IBM or Tandy 1000, you wiU need to add DOS 
to the Writer Rabbit disk the first time you use 
it. See the quick start card for instruction. 



After the opening title screen, a window appears prompting you 
to choose a level for the games. Ask the student to use the up 
and down ARROW keys to move the highlighted bar to the 
level you’ve determi ned is appropriate for your class. Then 
press I SPACEBAR I to select it. The window disappears and the 
Main Menu is displayed. 


The Main Menu lists the six games in the program, as well as 
the Sentence Hints tutorial and Special Features for setting 
game options and working with scores and stories. Before 
selecting any of the games to play with your class, you will 
want to introduce the sentence parts used in ail the games. Ask 
the student to choose Sentence Hints by using th e up and dow n 
ARROW keys to highlight that option and press I SPACEBAR I 
to select it. A list of all seven sentence parts appears. Have the 
student select the sentence parts, one at a time, that you’re 
planning to use in the first geune, or select them aU, one at a 
time, if you feel that your class will benefit from a thorough 
introduction. Read the description of each sentence part aloud 
to the class. 
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To help students leam the sentence parts, you may want to write the 
parts on the chalkboard along with their meanings and several 
examples. You may also want to distribute a copy of Sentence Parts on 
page A2 in the Appendix for students to use as a reference while 
playing the games. Encourage students to volunteer their own 
examples of each sentence part you discuss. 


After you’ve introduced the sentence parts, return to the Ma in Men u 


by selecting the “Go to Main Menu” option or by pressing I ESC 


From the Main Menu, you can give students an overview of the 
Writer Rabbit games by pressing [511. If you like, read the descrip¬ 
tions of each game and the list of special keys that appear in the 
window. You may want to point out the location of the keys listed 
below and explain their use now, or you can wait until the information 
is needed during game play. For a complete list of keys used in the 
program, see Special Keys on page A1 in the Appendix. 


KEYS 


FUNCTION 


Apple 


IBM 


Bm 


Bm 


BB 


BB 


Tandy 1000 

BB 

BB 


Moves the highlighted bar down 
or right 

Moves the highlighted bar up or left 


SPACEBAR 

SPACEBAR 

SPACEBAR 




RETURN 

ENTER 

ENTER 




ESC 

ESC 

ESC 





Makes selections in games and 
menus; underlines sentence parts in 
Cake Game 2 

Selects underlined sentence parts 
in Cake Game 2; elsewhere, use 
this key when prompted 

Returns you to the preceding menu 


B 


m 


B 


Displays help windows from anywhere 
in the program 


CONTROL I [si 


CONTROL I [s] 


CONTROL I rs 


Turns the sound on and off 


CONTROL I Pfl 


CONTROL I pfl 


control! Pfl 


Turns the timer on and off 
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When the class is ready, choose the games in order for each 
classroom presentation. By introducing the games in the sequence 
shown in the program, students learn one skill at a time and use these 
skills to master new ones in subsequent games. 

When you select a game, you may be asked to turn your disk over. 
Side 1 contains the first five games; Side 2 contains the Silly Story 
Party game. Just follow the prompt on the screen to load the game 
you want. 

When the game is loaded, the machine used in that game is 
displayed, and, after a short pause, the game menu appears in a 
window. (To make the game menu appear sooner, press any key after 
the machine appears.) All the games have these three options (and 
some have more). 

■ Play the game (or Write! in the Silly Story Party) starts 
the game. 

■ See how to play gives you instructions on playing the game. 

■ Go to Main Menu lets you leave the game and return to the 
Main Menu. 
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/ set a realistic objective: 
How can I inch along to the next paragraph? 

Inching is what it is. 

Joseph Heller 

Objectives 

■ Identifying sentence parts in isolation 

■ Improving reading comprehension 

In this game, students identify the kind of sentence part that a phrase 
represents, either WHO, WHERE, DID WHAT, WHEN, WHAT, 
or HOW. The number of sentence parts to choose from for 
each phrase ranges from two to seven. When students correctly identify 
a sentence part on the first try, three carrots sUde into Writer Rabbit’s 
ice-cream machine and produce three scoops of ice cream. An incor¬ 
rect choice on the first or second try displays a hint and earns an 
ice-cream cone with two scoops or one when answered correctly. A 
third incorrect choice displays the answer and earns an empty ice¬ 
cream cone. A new sentence part then appears. A carrot counter keeps 
track of the number of carrots used in a game. A perfect score of 15 
carrots for identifying five sentence parts eorrectiy on the first try is 
rewarded the dancing Writer Rabbit. 

By identifying sentence parts in isolation, students learn to recognize 
the basic building blocks of sentences and to classify groups of words 
according to their functions. This helps them develop an awareness of 
word uses and improves their reading eomprehension. Music and 
animated graphics reward students as they play the games; award certi¬ 
ficates with scores are available for printing at the end of each game. 

The sentence parts used in a game are selected from the game menu. 

The defaults for Level A are WHO and WHERE; for Level B WHO, 

WHERE, DID WHAT, and WHEN; and for Level C aU seven. 

Determine which sentence parts are appropriate for your class, or 
which ones you want to reinforce, before playing the game during the 
classroom presentation. 



119 












Ice Cream Came 


On-Line Presentation 

Before beginning your classroom presentation, you may first want to 
introduce the sentence parts that will be used in the game. To do this, 
load the program and select “Sentence Hints” from the Main Menu. 
Read the descriptions of all seven sentence parts and discuss them 
with the class. 

When you’re ready, choose one student to select the lee Cream Game 
from the Main Menu. Have the student move the bar to highlight that 
game by using the QH (or [3 ) ARROW key to move the bar down 
or on ( H ) ARROW key to move it up. Then press I SPACEBAR 
to select the game. Because these keys are also used to make selec¬ 
tions in the game, you may want to point out their locations on the 
keyboard to the entire elass at this time. 

When the game is selected, the ice-cream machine used in the game 
appears, and then the game menu appears in a window. Ask the 
student to select “See how to play” from the menu and read the game 
instructions aloud. Explain to students that in this game, they need to 
read parts of sentences and identify what kinds of parts they are. 

To help smdents learn the sentence parts, you may want to write the 
names of those you will be using in the first game on the chalkboard, 
along with their meanings. (For example, write: WHO is for people, 
WHERE is for places.) Or provide each student with a copy of 
Sentence Parts on page A2 and have them circle the parts they will be 
using in the game. They can also see a list of sentence parts in the 
game by pressing [T]. These methods provide a reference for students 
learning sentence parts for the first time. 

Tell students that they will be using the ARROW keys and ISPACEBA 
to select sentence parts in the game. Make sure students can locate 
these keys before playing the game, and answer any questions they 
may have. Then select, or have a student select, the sentence parts 
you want to use in the game from the list on the game menu. Check 
marks appear beside those selected for the game. Y^u must select at 
least two sentence parts. 

Before you introduce the game, it is recommended that you leave the 
timer off (the default for Level A) so that students will not be 
distraeted or feel rushe d when learn ing the game for the first time. If 
the timer is on, press I CONTROL I and simultaneously to turn it 
off. Later, when students are comfortable with the game, you can turn 
the timer on using the same keys. (To change the speed of the timer, 
see page Til.) When you’re ready, have the student select “Play the 
game” to start the first game. 
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Playing the Game Choose one student to read the first sentence part 
aloud and identify what kind of part it is. 


Explain the following points to the class: 

■ m (or H) moves the highlighted bar down to highlight a 
kind of sentence part. 

■ on (or H) moves the highlighted bar up on the screen to 
highlight a kind of sentence part. 

■ I SPACEBAR I selects the sentence part. 

■ QH gives you help. 

■ I ESC I stops a game and returns you to the game menu. 


Have students take turns reading the sentence parts aloud and deciding 
what kinds they are. Encourage students to ask questions about each 
sentence part (such as, Is a famous artist a person? A place?); or have 
them describe the sentence part and give examples where appropriate 
(such as, Walt Disney was a famous artist). When students select the 
correct kind of sentence part, three carrots are made into three scoops 
of ice cream. Incorrect responses produce hints. A third incorrect 
response displays the answer and a new sentence part appears. At the 
end of the game, the score is displayed with a choice of playing again 
or printing an award certificate with the score. Choose “Go on” to 
play again. 


Repeat the game with one student or several. When students are 
familiar with the kinds of sentence parts used in the game, add one 
or more new ones or change them by selecting some from the game 
menu. Continue playing the game until everyone understands how to 
play. At the end of the presentation, you may want to print an award 
certificate with the total score, if you have a printer. (See page T14.) 
When prompted to enter a name, type in a name for the whole class, 
such as Ms. Gee’s Class or Great Grade 2. Later, when students take 
their individual turns playing the game, you may let them print an 
award certificate using their own name. 


After the class presentation, have pairs of students take turns at the 
computer playing the game. At the same time, the other students can 
be involved in the off-line activities. 
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Off-Line Activities 


Activity 

Time* 

Skills 

Prerequisites/ 

When to Use* 

Matching Sentence Parts 

10 min. 

Identifying sentence parts 

Screening/Evaluation 

Identifying Sentence Parts 



Levels A, B, or C 

WHO 

30 min. 

Identifying WHO 


WHAT 

30 min. 

Identifying WHAT 


DID WHAT 

30 min. 

Identifying DID WHAT 


WHEN 

30 min. 

Identifying WHEN 


WHERE 

30 min. 

Identifying WHERE 


WHY 

30 min. 

Identifying WHY 


HOW 

30 min. 

Identifying HOW 


Label Me 

10 min. 

Writing sentence parts 

Levels A, B, or C 

* Note that the times listed in the Time column are estimates and may vary considerably depending on your 
students’ needs and interests. The When to Use suggestions will help you get started. 



Matching Sentence Parts This activity can be used as a screening instrument to help orient 
students to the Ice Cream Game before playing at the computer. It can also be used as an 
evaluation instrument to assess students’ skills after playing the game. Here, students match 
phrases to the corresponding sentence parts. 



Match-Up activity sheet, 
page 1 
Pencils 


Distribute one copy of the activity sheet to each 
student and have students follow the instructions 
given there. 
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Identifying Sentence Parts This seven-part activity reinforces and 
extends the concepts of the seven sentence parts presented in the Ice 
Cream Game and helps students transfer these concepts from the 
abstract to concrete examples in the real world. Each part of the 
activity requires students to first identify and write about elements of 
a picture that represent a sentence part, then draw on facts from their 
own lives to demonstrate that this sentence part isn’t just part of 
classroom work, but a concept relevant to their own experience. 


The seven parts of this activity refer to the seven kinds of sentence 
parts and include the activity sheets listed below. I _ 



WHO 


WHAT 


DID WHAT 


WHEN 


WHERE 

WHY 

HOW 


WHEN Did Writer Rabbit Do It? 

WHEN tells the time something happened 

Study each picture. Then on the line below each picture, write when Writer Rabbit did each 
of the things shown. One WHEN had been done for you. 


WHO’s in Writer Rabbit’s 
World? activity sheets, 
pages 2-3 

WHO’s in Your Life? activity 
sheet, page 4 

WHAT’S in Writer Rabbit’s 
World? activity sheets, 
pages 5-6 

WHAT’s in Y)ur Life? activity 
sheet, page 7 

Writer Rabbit DID WHAT? 
activity sheets, 
pages 8-10 

You DID WHAT? activity 
sheet, page 11 

WHEN Did Writer Rabbit Do 
It? activity sheets, 
pages 12-14 

WHEN Did You Do It? 
activity sheet, page 15 






WHERE Was Writer Rabbit? activity sheet, pages 16-18 

WHERE Were You? activity sheet, page 19 

WHY Did Writer Rabbit Do It? activity sheets, pages 20-22 

WHY Did You Do It? activity sheet, page 23 

HOW Did Writer Rabbit Do It? activity sheets, pages 24-25 

HOW Did You Do It? activity sheet, page 26 


Pencils 

Crayons or colored pens or pencils 
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Older students will be able to complete the activity sheets indepen¬ 
dently. \bunger students may handle the assignments by dictating their 
answers to you, an aide, an older student, or a parent. In each 
situation and for each activity sheet, you can expect answers to vary 
depending on the students’ level of sophistication. For example, in the 
WHO’s in Writer Rabbit’s World? activity, students may describe the 
robbers in the picture as two robbers, two bank robbers, or two 
masked bank robbers. 

Choose the sentence parts that you want your students to work with, 
then provide them with copies of the appropriate activity sheets. 

Have students: 

1. Study the picture(s) for each Writer Rabbit activity, then write 
about each person, thing, action, time, place, reason, or happening 
that relates to the sentence part. Encourage students to be specific 
in describing the elements in the picture and to list as many 
elements as they can. For the activity sheets that contain simulated 
“photos” of Writer Rabbit, you may want to challenge students by 
having them describe each photo in as many ways as they can. 
Although the activity sheets use past tense, students may use 
present tense if they like. 

2. Color each element in the picture as they identify each one. 

3. Apply the sentence part concept to their own lives by completing 
the accompanying open-ended, personalized “\bu” activity sheet. 
(’Vbu may want to use this activity sheet as a homework assign¬ 
ment. To add interest to the aetivity, you may want to suggest that 
students ask their parents to complete the assignment as well to 
underscore the real-life application of the sentence part.) 
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Label Me In this activity, students use their imagination to write 
sentence parts on self-stick labels that they wear aU day. The activity 
gives students a change to express themselves and have fun with 
sentence parts. 

Self-stick labels (3‘/2"x2" or larger; five for 
each student) 

Marking pens 

Choose one of the five sentence parts below for each day of the week 
and have students write on their labels: 

1. A WHO they would like to be, such as a TV star, a historical 
person, or anyone they admire. (Examples: Mickey Mouse, 
Christopher Columbus, Queen Elizabeth) 

2. A WHAT they would like to be, such as an animal, a plant, an 
object, or a cartoon character. (Examples: a lady bug, a sunflower, 
a rainbow. Snoopy) 

3. A place WHERE they would like to be, such as a vacation spot, a 
room at school, or an unexplored place. (Examples: at the beach, 
in the library, on the moon) 

4. A description of something they did or would like to do (DID 
WHAT), such as a sport, hobby, or daydream. (Examples: play 
basketball, collect stamps, fly like a bird) 

5. A time that they like (WHEN), such as a time of day, a season, or 
a holiday. (Examples: early morning, winter, Halloween) 

Suggest that students wear their labels all day and explain the meaning 
of the labels to anyone who asks. 
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For me, the big chore is always the same — 
how to begin a sentence, how to 
continue it, how to complete it 
Claude Simon 


Objectives 

Cake Game 1 

* Locating specific sentence parts in a 
sentence 

■ Improving reading comprehension 

Cake Game 2 

• Locating sentence parts in a sentence one 
word at a time 

■ Developing awareness of complete 
sentences 

■ Developing awareness of what makes a 
phrase 

■ Improving reading comprehension 




Cake Game 3 

■ Recognizing the order of sentence parts 
in a sentence 

■ Developing awareness of complete 
sentences 

■ Improving reading comprehension 

In the three Cake Games, students locate specific sentence parts in 
sentences—first by whole phrases, then word by word—and identify the 
order of the parts in sentences. When students make a correct choice 
on the first try, three carrots slide into Writer Rabbit’s cake- m a kin g 
machine and produce a three-layer party cake. An incorrect choice on 
the first or second try displays a hint and earns a cake with two layers 
or one when correctly answered. A third incorrect choice displays the 
answer and earns an empty plate. A new sentence then appears. A 
carrot counter keeps track of the number of carrots used in a game. A 
perfect score of 15 carrots for five correct answers on the first try is 
rewarded by the dancing Writer Rabbit. 



By playing the games, students recognize that sentence parts are the 
building blocks of complete sentences and they develop an awareness of 
basic sentence construction. They learn which combinations of sentence 
parts make complete sentences and, by inference, which parts constitute 
the subject and predicate. This knowledge prepares students for 
constructing their own sentences. 
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The Cake Games 


The three games are carefully sequenced to introduce one concept at a 
time, and each game builds on the skills developed in the game that 
precedes it. In Cake Game 1, students identify sentence parts 
selecting whole phrases at a time. In Cake Game 2, they must identify 
a sentence part one word at a time. In Cake Game 3, they use these 
concepts to identify the order of sentence parts in a sentence. 

The sentence parts used in the games can be set to include aU seven 
parts or to exclude WHY and HOW by selecting “Special Features” 
from the Main Menu, then “Game Options” from the second menu 
that appears. The defeult for Level A excludes WHY and HOW and 
for Levels B and C includes all seven. Y)u can also choose the 
number of parts used in a sentence—either 2 to 3 or 2 to 4. The 
defeult for Level A is 2 to 3 and for Levels B and C is 2 to 4. If you 
wish to change the defeult settings, do so before playing the games 
during the classroom presentation. 

On-Line Presentation 


Before introducing these games, you may want to review the sentence 
parts with your class. To do this, load the program and select 
“Sentence Hints” from the Main Menu. Read the descriptions of all 
seven sentence parts and discuss them with the class. 


When you’re ready, choose one student to select Cake Game 1 from 
the Main Menu by using the ARROW keys and I SPACEBAR I . When 
the game is selected, the cake-making machine used in the game ap¬ 
pears, and then the game menu appears in a window. Ask the student 
to select “See how to play” from Ae menu and read the game instruc¬ 
tions aloud. Explain to students that in this game, they need to find 
specific sentence parts in complete sentences. 


To help them remember the functions of the sentence parts, you may 
want them to have a copy of Sentence Parts on page A2. Or have them 
press [T] during the game to get help on the sentence part they are 
working on. Yiu may dso want to re mind them of the locations of 
the ARROW keys and I SBVCEBARI on the keyboard before playing 
the game. 


Before you introduce the game, it is recommended that you leave the 
timer off (the default for Level A) so that students will not be dis¬ 
tracted or feel rushed when learning the game for the first time. If 
you discover that the timer is on, press I CONTROL I and [t] simul¬ 
taneously to turn it off. Later, when students are comfortable with the 
game, you can turn the timer on using the same keys. (To change the 
speed of the timer, see page Til.) When you’re ready, have the student 
select “Play the game” to start the game. 
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Playing Cake Game 1 Choose one student to read the first kind of 
sentence part and the sentence aloud, then identify the sentence part in 
the sentence. 


Explain the following points to the class: 

■ Q moves the highlighted bar right on the screen to highlight 
a sentence part in the sentence. 

■ H moves the highlighted bar left to highlight a sentence part 
in the sentence. 


SPACEBAR I selects the sentence part. 


m gives you help. 


ESC I stops a game and returns you to the game menu. 


Have students take turns reading the kinds of sentence parts and the 
sentences aloud and identifying the parts in the sentences. Encourage 
students to give the meaning of the sentence part called for, then ask 
questions about each sentence part in the sentence (such as. Does a 
sales clerk tell what happened? Does fell asleep tell what happened?). 
When students select the correct sentence part, three carrots are made 
into a three-layer party cake. Incorrect responses produee hints. A third 
incorrect response displays the answer and a new sentence part and 
sentence appear. At the end of the game, the score is displayed with a 
choice of playing again or printing an award certificate with the score. 
Choose “Go on” to play again. 

Repeat the game with one student or several. Continue playing the 
game until everyone understands how to play. At the end of the presen¬ 
tation, you may want to print an award certificate with the total score, 
if you have a printer. (See page T14.) When prompted to enter a name, 
type in a name for the whole class, such as Ms. Gee’s Class or All of 
Us. Later, when students take their individual turns playing the game, 
you may let them print an award certificate using their own name. 

After the class presentation, you may want to introduce Cake Games 2 
and 3, or have pairs of students take turns at the computer while the 
others are involved in the off-line activities. 
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Playing Cake Game 2 Once students have gained proficiency with 
Cake Game 1, they are ready for the more chaUengmg Cake Game 2. 
This game is played in the same way, but sentence parts are chosen 
one word at a time. Choose one student to select this game and 
identify the first sentence part in the first sentence. 


Explain the following points to the class: 

■ B moves the highlighted bar right on the screen to highlight 
a sentence part in the sentence. 

■ H moves the highlighted bar left to highlight a sentence part 
in the sentence. 


SPACEBAR 


underlines the highlighted word in the sentence. 


RETURN I or I ENTER 


selects the underlined words in the 


sentence part. 
rn gives you help. 


ESC I stops a game and returns you to the game menu. 


Have students take turns reading the kinds of sentence parts and the 
sentences aloud and identifying the parts, one word at a time, in the 
sentences. Encourage students to give the meaning of the sentence 
part called for, then ask questions about eaeh word in the sentence 
(such as. In A sly spy saw nothing, does A help name a person? Does 
sly? Does spy? Does saw? Does nothing?). When they select the 
correct words in the sentence part, three carrots are made into a 
three-layer party cake. Incorrect responses produce hints. A third 
incorrect response displays the answer and a new sentence part and 
sentence appear. At the end of the game, the score is displayed with a 
choice of playing again or printing an award certificate with the score. 
Choose “Go on” to play again. 

Repeat the game with one student or several. Continue playing the 
game until everyone understands how to play. At the end of the presen¬ 
tation, you may want to print an award certificate with the total score, 
if you have a printer. (See page T14.) When prompted to enter a name, 
type in a name for the whole class. Later, when students take their 
individual turns playing the game, you may let them print an award 
certificate using their own name. 


After the class presentation, you may want to introduce Cake Game 3, 
or have pairs of students take turns at the computer while the others 
are involved in the off-line activities. 
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Playing Cake Game 3 Once students are able to recognize sentence 
parts in sentences, they are ready to identify the order of the parts in 
sentences. Choose one student to select Cake Game 3 and read the 
first sentence, then identify the order of the sentence parts. 

Explain the following points to the class: 

■ Three ellipsis points separate the sentence parts. 

■ Q moves the bar right on the screen to highlight a 
sequence of sentence parts. 

■ H moves the bar left to highlight a sequence of 
sentence parts. 


■ SPACEBAR I selects the highlighted sequence of sentence parts. 

■ S] gives you help. 


■ I ESC 


stops a game and returns you to the game menu. 


Have students take turns reading the sentences aloud and identifying 
the order of the sentence parts. Encourage students to first name the 
sentence parts in the sentence and then choose the correct order from 
the three choices given. When they select the correct order, three 
carrots are made into a three-layer party cake. Incorrect responses 
produce hints. A third incorrect response displays the answer and a 
new sentence appears. At the end of the game, the score is displayed 
with a choice of playing again or printing an award certificate with the 
score. Choose “Go on” to play again. 

Repeat the game with one student or several. Continue playing the 
game until everyone understands how to play. At the end of the presen¬ 
tation, you may want to print an award certificate with the total score, 
if you have a printer. (See page T14.) When prompted to enter a name, 
type in a name for the whole class. Later, when students take their 
individual turns playing the game, you may let them print an award 
certificate using their own n^une. 

After the class presentation, pairs of students can take turns at the 
computer playing the game. At the same time, the other students can 
be involved in the off-line activities. 
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Off-Line Activities 


Activity 

Time* 

Skills 

Prerequisites/ 

When to Use* 

Sentence Pari Search 

10 min. 
each 

Identifying sentence parts 

Screening/Evaluation 

Sentence Search 1: 

Cake Game 1 

Sentence Search 2: 

Cake Game 2 

Sentence Search 3: 

Cake Game 3 

Newspaper Clippings 

30 min. 

Locating sentence parts in sentences 

Cake Game 2 

Dramatic Editing 

15 min. 

Arranging sentence parts in sentences 

Cake Game 3 

Group-Made Sentences 

20 min. 

Writing sentence parts 

Arranging sentence parts in sentences 

Cake Game 3 

Pass-It-On Sentence Game 

30 min. 

Writing sentence parts 

Arranging sentence parts in sentences 

Cake Game 3 

* Note that the times listed in the Time column are estimates and may vary considerably depending on your 
students’ needs and interests. The When to Use suggestions will help you get started. 


Sentence Part Search This activity can be used as a screening 
instrument to help orient students to each of the Cake Games before 
playing at the computer. It can also be used as an evaluation instru¬ 
ment to assess students’ skills after playing each game. Here, students 
identify parts of sentences by whole phrases and word by word, and 
then they identify the order of parts in complete sentences. The 
numbers of the activity sheets correspond to the numbers of the three 
Cake Games, and each activity sheet uses all seven sentence parts. 


Sentence Search 1 activity 
sheet, page 27 
Sentence Search 2 activity 
sheet, page 28 
Sentence Search 3 activity 
sheet, page 29 
Pencils 

Distribute one copy of the appropriate activity 
sheet to each student and have students follow 
the instructions given there. 


The Cake Gaines NAME 



2. A spaceship landed al mxin on the red planet 
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Newpaper Clippings This activity gives students practice in locating 
the seven basic sentence parts in sentences and introduces them to real- 
world applications of those sentence parts. By identifying sentence parts 
in actual newspaper articles, students also learn about topic sentences— 
an important concept for organized writing. 

Newspapers (local, school, or specialty) 

Colored pens, pencils, or felt-tipped marking pens 
Pap)er 
Scissors 
Glue or paste 

Provide the class with as many newspapers as you can, or ask them to 
bring newspapers from home. Then have students: 

1. Browse through a variety of newspapers and clip several articles 
that interest them. 'Vbu may want to check the articles to make sure 
that the first sentence in each is a topic sentence and therefore 
appropriate for the activity. 

2. Mount each article in the center of a blank sheet of paper. ("Ybu 
may prefer that younger students rewrite the opening sentences of 
the articles on a blank piece of paper rather than mounting the 
articles.) 

3. Underline each sentence part in the first 
sentence of each article using a different 
color for each part. 

4. In the same color, draw a line from each 
underlined sentence part to the margin of the 
paper and write the name of the sentence 
part. Help students discover the amount of 
information contained in a single opening 
sentence. Point out how these topic sentences 
introduce the main ideas of the articles. 
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Dramatic Editing In this activity, students become “sentence editors” 
and gain practice in building and rebuilding complete sentences. The 
activity demonstrates the flexibility of language and provides an 
opportunity for whole-class participation. Sentences come alive as six 
students hold signs with the sentence parts and exchange places with 
each other to alter the order of the sentences. 

6 sheets of poster board or cardboard 
Felt-tipped marking pen 
String 
Tape 


Prepare the poster board or cardboard by labeling each sheet with the 
name of a sentence part: WHO or WHAT, DID WHAT, WHEN, 
WHERE, WHY, and HOW. (Since WHO or WHAT can be the sub¬ 
ject of the sentence, write both words on one sheet of poster board or 
cardboard.) Below each label, print an appropriate phrase, such as the 
following examples. Tape string to the top of each sheet so students can 
wear the signs around their necks. 



WHO or WHAT 

an old man 

a baby robot 

DID WHAT 

woke up 

blew big bubbles 

WHEN 

during the night 

before breakfast 

WHERE 

in his bed 

below a bridge 

WHY 

because of a dream 

for more bubble gum 

HOW 

suddenly 

busily 


1. Choose six students to wear the signs, and have them stand 
randomly in a row in front of the class. Ask the sign wearers 
to recite their parts in order. 

2. Call on “sentence editors” from the rest of the class to give direc¬ 
tions for moving the parts around so that the order of the parts 
make sense. For example, one editor may say, “Bob (who is 
wearing a DID WHAT sign), please move to the left of Sally (who 
is wearing a HOW sign).” 

3. After each move, ask the sign wearers to recite their parts so the 
rest of the class can hear how the sentence is changing. 

4. Encourage students to discover that more than one arrangement of 
the sentence parts is possible for building grammatically correct 
sentences. 


After the initial demonstration, you may want students to prepare their 
own materials for more practice in building complete sentences. 
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Group-Made Sentences In this activity, students practice writing their 
own sentence parts and arranging them to form complete sentences. 
Working in groups of six, students collaborate with Aeir classmates to 
create complete sentences to present to the class. 

4"x6" index cards (one for each student) 

Felt-tipped marking pens 


B;. 

to 
<0 

5’ 

materials' 



Prepare a set of six cards for each group of students by labeling the 
top of each card with the name of a sentence part: WHO or WHAT, 
DID WHAT, WHEN, WHERE, WHY, and HOW. Divide the class 
into groups of six, and distribute a set of cards to each group. Then 
have each group member: 


1. Choose one of the cards and write a phrase 
on it that corresponds to the labeled sentence 
part. If you like, suggest a goal for the group 
sentences they will be creating with the parts, 
such as a funny sentence, a long sentence, or 
a sentence with many words that begin with 
one letter. For example. My magical monkey 
merrily munched millions of melons many 
magnificent mornings midway up the moun¬ 
tain for marvelous meals. 

2. Arrange the cards in a row to form a 
complete sentence, agreeing on the best 
order of the sentence parts. 

3. Present their group sentences to the class by 
reading the parts ^oud in the proper 
sequence. 


WHAT 

My mag/ca! 


HOW 

merr//y 


DID WHAT 

munched m/JZ/ons 
of melons 


WHEN 

many magn/f/cenf' 
mommas 


WHERE 

midv^ay up the 
mountain 


WHY 

for mar\/elous meats 
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Pass-It-On Sentence Game This group activity gives students the 
opportunity to use their creativity and knowledge of sentence parts to 
write their own sentence parts and combine them to form complete 
sentences. Here, students work in groups of three or four to create 
sentences with six parts. 

Pass-It-On Sentences activity 
sheet, page 30 
Pencils 


Divide the class into groups of three or four 
students and distribute one or two copies of the 
activity sheet to each group. Then have each 
group member: 

1. Write a phrase that corresponds to one of the sentence parts on 
the activity sheet. The activity sheet should be passed from one 
member of the group to another so that each student writes a 
different sentence part. 

2. Agree on the best order of the phrases to make a complete 
sentence. Then choose one student from the group to write the 
complete sentence on the lines on the activity sheet. 

3. Repeat the activity until two or more sentences have been written. 
If students need additional encouragement to create sentences, sug¬ 
gest a theme to stimulate their imaginations, such as a circus, 
Halloween party, winter activity, summer vacation, or sports event. 
If you like, have a member from each group read one of the 
sentences aloud to the class. 
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All the fun's 
in how you say a thing. 

Robert Frost 


Objectives 

‘ Recognizing complete sentences 

■ Adding sentence parts to incomplete and 
complete sentences 

■ Making more complex sentences 

■ Determining the best order of sentence 
parts in a sentence 

■ Improving reading comprehension 

This three-part game is played by answering three questions that 
appear consecutively. Students first determine whether a group of 
words is a complete sentence, then choose a sentence part to add to 
the group of words, and finally decide on the best order of the parts 
in the sentence. For each correct answer, one carrot enters the juicer 
machine to produce a glass of juice. An incorrect answer to the first 
question displays the answer and the next question. Incorrect answers 
to the second or third question display a hint on the first and second 
try, and then the answer on the third try. An empty juice glass results 
from each incorrect response. A carrot counter keeps track of the 
number of carrots used in a game. A perfect score of 15 carrots for 
answering five sets of questions correctly is rewarded by the dancing 
Writer Rabbit. 

This game helps teach the important skill of recognizing complete 
sentences and, indirectly, which sentence parts are required to form 
complete sentences. The game also prepares students for writing their 
own sentences by allowing them to choose appropriate phrases to add 
to complete and incomplete sentences. By playing the game, students 
discover the flexibility and variety in the written language. 

The sentence parts used in the games can be set to include all seven 
parts or to exclude WHY and HOW by selecting “Special Features” 
from the Main Menu, then “Game Options” from the second menu 
that appears. The default for Level A excludes WHY and HOW and 
for Levels B and C includes all seven. You can also choose the 
number of parts used in a sentence—either 2 to 3 or 2 to 4. The 
default for Level A is 2 to 3 and for Levels B and C is 2 to 4. If you 
wish to change the default settings, do so before playing the games 
during the classroom presentation. 
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On-Line Presentation 

Choose one student to select the Juice Gam e from the Main Menu by 
using the ARROW keys and I SPACEBAR I . When the game is 
selected, the juicer machine used in the game appears, and then the 
game menu appears in a window. Ask the student to select “See how 
to play” from the menu and read the game instructions aloud. Explain 
to students that in this game, they need to answer three questions. The 
first question asks them if a given group of words makes a complete 
sentence. The second question asks them to add an appropriate 
sentence part to the group of words. The third question asks them to 
choose the best order for the sentence parts in Ae sentence. 

Before you introduce the game, it is recommended that you leave the 
timer off (the default for Level A) so that students will not be 
distracted or feel rushed when learning t he game for the first time. If 
you discover that the timer is on, press I CONTROL I and Pfl 
simultaneously to turn it off. Later, when students are comfortable with 
the game, you can turn the timer on using the same keys. (To change 
the speed of the timer, see page Til.) When you’re ready, have the 
student select “Play the game” to start the game. 

Playing the Game Choose one student to answer the first set of 
three questions. 

Explain the following points to the class: 

■ B moves the highlighted bar right on the screen to highlight 
an answer. 

■ B moves the highlighted bar left to highlight an answer. 


■ I SPACEBAR I selects the highlighted answer. 

■ IB gives you help. 

■ I ESC I stops a game and returns you to the game menu. 

Have students take turns answering the five sets of questions in the first 
game. Ask them to read each group of words aloud and identify the 
sentence parts it contains before answering the first question. Is this a 
sentence? After they answer yes or no, have them read and identify the 
three sentence parts displayed with the second question. What does it 
need? or What could you add? By identifying the sentence parts in this 
way, students will discover which sentence parts are necessary in 
building complete sentences. If students discover that more than one 
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sentence part can be added to the sentence, advise them to choose the 
one they like best. When they add a sentence part, the sentence is then 
presented with its parts arranged in three different ways along with the 
question. Which one is a sentence? Incorrect responses to the last two 
questions produce hints. A third incorrect response displays the answer 
and the next question appears. At the end of the game, the score is 
displayed with a choice of playing again or printing an award certificate 
with Ae score. Choose “Go on” to play again. 

Repeat the game with one student or several. Continue playing the 
game until everyone understands how to play. At the end of the presen¬ 
tation, you may want to print an award certificate with the total score, 
if you have a printer. (See page T14.) When prompted to enter a name, 
type in a name for the whole class. Later, when students take their 
individual turns playing the game, you may let them print an award 
certificate using their own name. 

After the class presentation, pairs of students can take turns at the 
computer playing the game. At the same time, the other students can 
be involved in the off-line activities. 


Off-Line Activities 


Activity 

Time* 

Skills 

Prerequisites/ 

When to Use* 

Sentence Builder 

15 min. 

Identifying complete sentences 

Writing complete sentences 

Determining the order of sentence parts 
in sentences 

Screening/Evaluation 

Sentence Shorts 

10 min. 

Writing complete sentences 

Levels A, B, and C 

* Note that the times listed in the Time column are estimates and may vary considerably depending on your 
students’ needs and interests. The When to Use suggestions will help you get started. 
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Sentence Builder This activity can be used as a screening instrument 
to help orient students to the Juice Game before playing at the 
computer. It can also be used as an evaluation instrument to assess 
students’ skills after playing the game. Here, students identify 
incomplete sentences and add sentence parts to make them complete. 


Sentence Builder activity sheet, 
page 31 
Pencils 


Distribute one copy of the activity sheet to each 
student and have students follow the instructions 
given there. 


Sentence Shorts This writing activity encourages students to express 
ideas concisely and to use their imagination in written communication. 
Here, students focus on writing short, meaningful sentences. 

Paper 
Pencils 


3 

D) 

o 
'Z!.' 

materials 




Juice Came NAME 


Sentence Builder 

Circle the number beside each group of words that is a complete sentence. 

1. A box turtle safely cro.sscd the road. . 

2. The pioneers along the wide river. / J 

3. Ages ago sailed on the ocean. ' 

4. A brand new bicycle leaned against the fence. 

5. Planted apple trees last month. 

6. The lost pilot followed the railroad tracks. 

7. The swimmer reached the island just in time, 

8. Strange sounds inside the old bam at night. 

9. A bluebird through the branches outside my window. 

10. The camp fire burned brightly. 


Chtx)se sentence parts from the box and add one or more to each incomplete sentence 
above to make it a complete sentence. Write your complete sentences on the lines below 


walked loudly pirate ships often 

carefully 





Assign your class one or more of the single-sentence writing projects 
listed below. Some projects require additional materials, such as old 
magazines, picture books, or posters, which you or the students can 
provide. Encourage students to write the shortest complete sentence that 
conveys the intended meaning for each assignment. 

Bumper Stickers Suggest topics on which students can express 
an opinion, such as a current event (school election or fund 
raiser) or a social issue (pollution, safe driving, animal protec¬ 
tion). (Examples: Elect Meg Adams class president. Be kind 
to animals.) 

Mottoes Suggest topics on behavior, affirmations to live by, or 
sayings that express ideas students think are true. (Examples: 
Think before you act. The best things in life are free.) 

T-Shirt Messages Suggest that students write something about 
themselves, such as things they like or did. They can get ideas 
from T-shirts they own or have seen. (Examples: I love pizza. 

I swam in the Pacific Ocean.) 
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Advertisements Suggest ads that announce upcoming school 
events or things for sale. (Examples; Party lovers are invited to 
join the fun at the school fair on Saturday at noon. We are 
selling a bicycle for only a doUar.) 

Poster Headlines Suggest publicizing a school project, event, or 
extracurricular activity. Students can also rewrite headlines from 
posters they see at school, in stores, or in theaters. (Examples: 
The School Gazette needs good writers. Spills and Chills is this 
year’s best movie.) 

Picture Captions Have students clip pictures from old magazines 
or newspapers, mount them on paper, and write a sentence to 
describe each one. 
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Fm very fond of the English language. 
I tease it, and you tease only the things you love. 

Odgen Nash 


Objectives 

■ Choosing sentence parts to complete 
a story 

■ Writing sentence parts to complete a 
story 

■ Developing writing creativity 

■ Improving reading comprehension 

In this game, students create stories, letters, announcements, an invita¬ 
tion, and a report by choosing or writing sentence parts to complete 
sentences. This fill-in story maker contains dozens of story formats that 
can be displayed or hidden during the game. For each missing sentence 
part in the story, students are presented with four choices and the 
option of typing in their own. When they finish a story, it can be read 
any number of times, printed, and saved on disk. 

This game provides students with a variety of practical applications for 
using sentence parts to construct sentences. Whether they’re writing a 
thank-you letter, a book report, or a nonsense story, students discover 
that sentences are buUt in the same way—using the seven sentence parts 
with which they are now familiar. Because the writing process is 
introduced in a fiU-in-the-blank format, students are less likely to 
experience the anxiety and frustration so often associated with writing 
assignments. The Silly Story Party helps develop writing creativity, 
improve reading comprehension, and provide the guidance students 
need to begin their own original writing. 

Several options are available for tailoring the game to the ability and 
interest levels of your students. You may choose a short, medium, or 
long story which uses 2nd-, 3rd-, or 4th-grade vocabulary, respec¬ 
tively, and contains differing numbers of missing sentence parts. Or 
you may choose nonstory types of written communication, such as 
different kinds of letters, announcements, and other useful forms. Use 
the chart on page T42 to help you determine an appropriate writing 
activity for your class. 
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Description 

Number of Missing 
Sentence Parts 

Short Story 

2nd-grade vocabulary 

up to 8 

Medium Story 

3rd-grade vocabulary 

8 to 11 

Long Story 

4th-grade vocabulary 

11 and up 

Letters and Things 

Letters, notices, reports, 
and other useful forms 

8 and up 


Once a story is completed, options are available for rereading the 
story, printing the story (see page T14) or saving it on disk. These 
options can provide the positive reinforcement beginning writers need. 


On-Line Presentation 


Choose one student to select the Silly Story Party fr om the Main 


Menu by using the ARROW keys and I SPACEBAR I . When the game 


is selected, a prompt appears asking you to insert Side 2 of your 
Writer Rabbit game disk. Have t he student o pen the disk d rive door 


and turn the disk over, then press I RETURN 


or 


ENTER I to load 


the game. When the game menu appears, ask the student to select 
“See how to play” and read the game instructions aloud. These 
instructions explain that by choosing “Pick a story or letter” from the 
menu, you can load a specific story, and by choosing “Write!” from 
the menu, the program loads a story at random. Explain to students 
that in this game, they need to supply missing sentence parts to finish 
the sentences in a story. If they hide the story, they won’t be able to 
read their sentences until after all the sentence parts have been 
chosen. For the purpose of the classroom demonstration, it is recom¬ 
mended that you choose the “See the story” option to display the 
story during the game. Allowing students to read the story while they 
fill in the blanks helps them understand the game and see how the 
sentence parts fit into the sentences. Later, when they are familiar 
with the game, let them choose “Hide the story” to add more fun 
and excitement to the activity. 



If you have previously decided on a specific writing assignment for 
your class, choose “Pick a story or letter” from the Main Menu, then 
the category (Short, Medium, or Long Story or Letters and Things), 
and finally the title of the composition. When the game menu 
reappears, select “Write!” to load it. To display a story randomly, 
simply choose “Write!” from the menu. 


T42 











The Silly Story Party 



Playing the Game When the story is loaded, the beginning of the 
story appears in the scroll at the top of the screen. Blanks in the story 
indicate missing sentence parts. The box at the bottom of the screen 
presents four sentence parts that can be chosen for the first blank in 
the story. A “Type your own” option is available for students who 
want to type in their own sentence part. 

Choose one student to begin the story and explain the following point 
to the class. 


■ Q moves the highlighted bar down on the screen to 
highlight a sentence part or the “Type your own” option. 

■ H moves the highlighted bar up to highlight a sentence part. 


SPACEBAR I selects the highlighted sentence part or the 


“Type your own” option. If a sentence part is selected, it 
appears in the blank in the story. 


Typing any letter lets you automatically enter your own 
sentence part, even without first selecting the “Type you own” 
option. The letters you type appear in the box and in the blank 
in the story simultaneously. 


H, I DELETE I, or the backspace key erases a letter 


you’ve typed. 


SHIFT I and a letter capita lizes the letter. On an Apple II or 


II+, pressing I CONTROL I and [a] simultaneously capitalizes 
the next letter pressed. 


RETURN I or I ENTER I enters a sentenc e part you’ve typed 


into the st ory. When the story is finished, I RETURN 


or 


ENTER I displays and scrolls the finished story. 


m gives you help. 


ESC I stops a game and returns you to the game menu. 
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The Silly Story Party 


Have students take turns choosing or writing sentence parts for the 
story. Once they select a sentence part, the next set of choices 
displayed pertain to the next blank in the story. Ask students to read 
the sentence aloud each time they add a sentence part. If you like, 
you may want them to name the sentence parts in the sentence before 
filling in the blank, then identify the sentence part(s) that could be 
added to complete the sentence. This approach will reinforce their 
understanding of the writing process. 

When the story is finished, ask a student to read it aloud and 
allow time for another reading if students want to hear it 
again. After the first reading, a second game menu appears 
with options for rereading the story, playing it again, and 
printing and saving the story. Choose “Play this story again” 
from the second game menu if the class wants to rework the 
story, or choose “Go on” to begin another story. Repeat the 
game with as many stories as you have time for. 


If you have a printer, you can print out the story if the class is 
satisfied with it by selecting “Print this story.” (See page T14.) If your 
printer is connected to another computer, save the story on disk and 
print it out later. To save a story, select “Save this story.” When you 
see the prompt, type in a title for the story that the class decides on 


(up to 15 characters). If you make a mistake, press E], I DELETE 


or the backspace key to back up and retype the title. Then follow the 
prompts on the screen to create a storage disk and save the story for 
printing later. (Once a story is saved on disk, it cannot be changed 
again in the Silly Story Party.) 


After the class presentation, pairs of students can take turns at the 
computer playing the game. At the same time, the other students can 
be involved in the off-line activities. 
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The Silly Story Party 


Off-Line Activities 


Activity 

Time* 

Skills 

Prerequisites/ 

When to Use* 

Story Maker 

20 min. 

Adding missing sentence parts 

Screening/Evaluation 

Story Planner 

25 min. 

Outlining a story 

Short, Medium, or 

Long Stories 

Real Writing 

20 min. 

Completing useful forms 

Letters and Things 

Picture Stories 

45 min. 

Writing a story 

Short, Medium, or 

Long Stories 

* Note that the times listed in the Time column are estimates and may vary considerably depending on your 
students’ needs and interests. The When to Use suggestions will help you get started. 


Story Maker This activity can be used as a screening instrument to 
help orient students to the Silly Story Party before playing at the 
computer. It can also be used as an evaluation instrument to assess 
students’ skills after playing the game. Here, students choose or write 
sentence parts to complete a story. 


Make-a-Story activity sheet, 
page 32 
Pencils 


Distribute one copy of the activity sheet to each 
student and have students follow the instructions 
given there. 



Make-a-Story 


One dark and rainy night. I walked . 


n choose sentence 


_ jumped out at me. 


I started to run _ 


Then before my eyes. 


appeared. He said. “You must leave 


(WHEN) 

Then, for no reason at all, he_ 
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The Silly Story Party 


Story Planner In this activity, students outline a story by using the 
same seven key elements of complete sentences—WHO or WHAT, 
DID WHAT, WHEN, WHERE, WHY, and HOW. They use these 
concepts in planning and structuring a story before actually writing 
the text—an activity you may assign, depending on the skill level of 
your class. 


NAME 



2 * 

materials 


Plan-a-Story activity sheet, 
page 33 
Pencils 


Plan-a-Story 

Think of a scory you'd like lo write about. Give yttur story a title. Then answer the 
questions below. 

Story Title_ 

WHO or WHAT is the story abttut.’ 

Hero or heroine _ 

Villain_ 

Other characters_ 


Distribute one copy of the activity sheet to each 
student and have students: 


WHEN does the story take place’_ 

WHERE does the main action take place'.’ 



1. Think of a story with a hero or heroine and a villian. You might 
suggest that they think of a TV show they saw, a story they read, 
a movie they saw, or an event that actually took place. 


2. Describe the story by answering the questions on the activity 
sheet. If you like, they can write the text of their story on another 
sheet of paper, using their outline to help them describe the 
important facts of the story and record the events in the order 
they happened. 


Real Writing In this activity, students have an opportunity to 
complete actual letters, announcements, an invitation, and a book 
report that have practical applications in real life. By writing in 
sentence parts to complete the sentences, students are guided in 
creating their first original compositions. 


Gift Thank You Letter 



materials 


Gift Thank Y)u Letter activity sheet, page, 34 
Visit Thank You Letter activity sheet, page 35 
Congratulations Letter activity sheet, page 36 
Found Item Announcement activity sheet, page 37 
Lost Item Aimouncement activity sheet, page 38 
Party Invitation activity sheet, page 39 
Book Report activity sheet, page 40 
Pencils 


iWHATi 



Choose the activity sheets that are most appropriate for your class and 
assign them as class activities or as homework. Distribute one copy of 
the activity sheet(s) to every student and have students follow the 
instructions given there. 
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The Silly Story Party 


Picture Stories This activity uses art to stimulate students’ writing 
creativity. Here, students make up a short story based on illustrations 
used in a previous activity. 


Picture Story Planner activity 
sheet, page 41 
WHO’s in Writer Rabbit’s 
World? activity sheet, 
page 3 

WHAT’S in Writer Rabbit’s 
World? activity sheet, 
page 6 
Paper 
Pencils 

Distribute one copy of the Picture Story Planner activity sheet and 
one copy of one or both of the other activity sheets to each student. 
Then have students: 

1. Study the pictures for elements that suggest a story. 

2. Plan a story based on what they see in the pictures by answering 
the questions on the Picture Story Planner activity sheet. 
Encourage them to think of their story in terms of WHO or 
WHAT, DID WHAT, WHEN, WHERE, WHY, and HOW. 

3. Write the story on a separate sheet of paper. 

4. Volunteer to read their stories to the class. Help them appreciate 
the rich variety of stories that were generated from the same 
pictures. 
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Evaluation 


1 Ice Cream Game 

■ Name four kinds of sentence parts. 

■ What happens to your ice-cream cone when you get 
a hint? 

■ What kind of sentence part is this phrase? 
before dawn 

■ What kind of sentence part is this phrase? 
a pair of pandas 



2-4 The Cake Games 

■ Can a sentence have four sentence parts in it? Explain 
or give examples. 

■ In Cake Game 2, what key do you press to underline 
a sentence part? 

■ How many sentence parts are in this sentence? 

A space traveler got lost after blast-off. 

■ Can a sentence begin with a WHEN sentence part? 
Explain or give examples. 



5 Juice Game 

■ What sentence parts does every sentence have? 

■ Do these sentence parts make a complete sentence? 
Explain or give examples. 

WHERE. . .WHO. . .DID WHAT. . .HOW 

■ Is this a complete sentence? What could you add? 
A lovely loon on the large lake. 

■ How could you change the order of the parts in 
this sentence? 

Downstairs her key she found. 



6 Silly Story Party 

■ How do you scroll a story? 

* How can you enter your own sentence parts in 
a story? 

■ What sentence parts would you use to write an 
announcment about something you lost? 

■ Could you write a story without using WHO or 
WHAT parts? Explain. 
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Teacher 


School 


Year 









Answers 


Match-Up, page 1 

1. an ice-cream machine—WHAT 
sang a song—DID WHAT 

a circus clown—WHO 
on the moon—WHERE 
in the winter—WHEN 

2. a croaking frog—WHAT 
fell off a log—DID WHAT 
in the pond—WHERE 
during lunchtime—WHEN 
a friendly farmer—WHO 

3. tomorrow morning—WHEN 
in the swamp—WHERE 

a bird-watcher—WHO 
silently—HOW 
a blue goose—WHAT 
flapped its wings—DID WHAT 

4. before supper—WHEN 
painted the wagon—DID WHAT 
a small child—WHO 

very carefully—HOW 
a can of red paint—WHAT 
in the garage—WHERE 

5. inside the haunted house—WHERE 
because of the darkness—WHY 
made creaking sounds—DID WHAT 
an old wooden door—WHAT 

at midnight—WHEN 
spooky—HOW 
a lady in white—WHO 
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WHO’s in Writer Rabbit’s World? pages 2-3 
Answers will vary, but may include the following: 


bank robbers 
TV crew 
bus driver 
scout leader 
tennis players 
parachutist 


barber 

police officers 
fire fighters 
parents with child 
children playing 
girl reading a book 


WHO’s in Ifeur Life? page 4 
Answers will vary. 


WHAT’S in Writer Rabbit’s World? pages 5-6 
Answers will vary, but may include the following: 


plane 

surprised bird 

houses 

pizza truck 

kite 

bicycle 

cat 

TV 

football 


writing in the sky 
two fighting trees 
fire hydrant 
two dancing zebras 
giant ant 
two-headed bear 
moving truck 
telephone pole 
furniture 


WHAT’S in Your Life? page 7 

Answers will vary. 


Writer Rabbit DID WHAT? pages 8-10 

Answers will vary, but may include the following: 


baked a cake 

jumped off a diving board 
ate two hotdogs 
scrubbed the floor 
looked in a mirror 


sailed a toy boat 
stood on his head 
put on a costume 
played a saxophone 


You DID WHAT? page U 

Answers will vary. 



Answers 


WHEN Did Writer Rabbit Do It? pages 12-14 

Answers will vary, but may include the following: 

during a rainstorm at night 

in the summer after school 

on his birthday at lunchtime 

at Halloween last winter 

late at night 


WHEN Did "Vbu Do It? page 15 

Answers will vary. 


WHERE Was Writer Rabbit? pages 16-18 

Answers will vary, but may include the following: 


between two clowns 
on a seesaw 
behind a fence 
in an airplane 
on a roller coaster 


on a bicycle 

in a swimming pool 

on top of the Empire State Building 

in a rowboat 


WHERE Were You? page 19 

Answers will vary. 


WHY Did Writer Rabbit Do It? pages 20-22 
Answers will vary, but may include the following: 

(cried) because the party was over 
(made a fece) just for fun 
(frowned) because he was thinking 
(looked in the grass) for his lost key 
(did a headstand) to show off 
(made an ice-cream cone) for his friend 
(read a book) for a book report 
(dug up carrots) for supper 
(watched TV) because he was bored 


WHY Did You Do It? page 23 

Answers will vary. 
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Answers 


HOW Did Writer Rabbit Do It? pages 24-25 

Answers will vary, but may include the following: 

messily alone 

in a hurry with his fingers 

with his friends sadly 

happily 


HOW Did You Do It? page 26 

Answers will vary. 


Sentence Search 1, page 27 


1. WHAT 

9. WHEN 

2. WHERE 

10. WHO 

3. WHY 

11. WHERE 

4. HOW 

12. HOW 

5. DID WHAT 

13. WHY 

6. HOW 

14. WHAT 

7. DID WHAT 

15. WHEN 

8. WHO 



Sentence Search 2, page 28 

1. An empty treasure chest 

2. loudly 

3. on the big velvet pillow 

4. for its gold and jewels 

5. The tall lion tamer 

6. jumped off the rubber raft 

7. just before sunrise 

8. across the wide field 

9. softly 

10. all night 

11. A large yellow moon 

12. The old gold miner 

13. inside the green bottle 

14. for tickets 

15. sailed 
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Answers 


Sentence Search 3, page 29 

1. a 

2. c 

3. b 

4. b 

5. c 

6. a 

7. c 

8. b 

Pass-It-On Sentences, page 30 
Answers will vary. 

Sentence Builder, page 31 

Complete sentences: 1, 4, 6, 7, 10 
Written sentences will vary. 

Make-a-Story, page 32 
Answers will vary. 

Plan-a-Story, page 33 
Answers will vary. 

Gift Thank Letter, page 34 

Answers will vary. 

Visit Thank You Letter, page 35 
Answers will vary. 

Congratulations Letter, page 36 
Answers will vary. 

Found Item Announcement, page 37 
Answers will vary. 

Lost Item Announcement, page 38 

Answers will vary. 

Party Invitation, page 39 
Answers will vary. 

Book Report, page 40 

Answers will vary. 

Picture Story Planner, page 41 

Answers will vary. 
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Activity Sheets 


The activity sheets provided on blackline masters are intended for use 
with the Off-Line Activities that are suggested for each Writer 
Rabbit game. The activities reinforce and extend the key concepts and 
s kil ls developed by the program. 


1 Ice Cream Game Matching Sentence Parts Match-Up 1 

Identifying Sentence Parts WHO’s in Writer Rabbit’s World? 2-3 

WHO’s in Your Life? 4 

WHAT’S in Writer Rabbit’s World? 5-6 

WHAT’S in Your Life? 7 

Writer Rabbit DID WHAT? 8-10 

You DID WHAT? 11 

WHEN Did Writer Rabbit Do It? 12-14 

WHEN Did You Do It? 15 

WHERE Was Writer Rabbit? 16-18 

WHERE Were You? 19 

WHY Did Writer Rabbit Do It? 20-22 

WHY Did You Do It? 23 

HOW Did Writer Rabbit Do It? 24-25 

HOW Did You Do It? 26 

2-4 The Cake Games Sentence Part Search Sentence Search 1 27 

Sentence Search 2 28 

Sentence Search 3 29 

Pass-It-On Sentence Game Pass-It-On Sentences 30 


5 Juice Game Sentence Builder Sentence Builder 31 


6 Silly Story Party Story Maker 

Story Planner 
Real Writing 


Make-a-Story 

32 

Plan-a-Story 

33 

Gift Thank You Letter 

34 

Visit Thank You Letter 

35 

Congratulations Letter 

36 

Found Item Announcement 

37 

Lost Item Announcement 

38 

Party Invitation 

39 

Book Report 

40 


Picture Stories Picture Story Planner 41 

WHO’s in Writer Rabbit’s World 3 

WHAT’S in Writer Rabbit’s World 6 




Ice Cream Game 


NAME 


Match-Up 


Draw lines to match each phrase to the kind of sentence part it is. 


1 . 


2 . 


4. 


5. 


an ice-cream machine 

WHO 

sang a song 

WHEN 

a circus clown 

WHERE 

on the moon 

WHAT 

in the winter 

DID WHAT 

a croaking frog 

WHAT 

fell off a log 

WHERE 

in the pond 

WHO 

during lunchtime 

DID WHAT 

a friendly farmer 

WHEN 

tomorrow morning 

WHO 

in the swamp 

WHEN 

a bird-watcher 

WHERE 

silently 

HOW 

a blue goose 

DID WHAT 

flapped its wings 

WHAT 

before supper 

WHAT 

painted the wagon 

WHO 

a small child 

WHEN 

very carefully 

DID WHAT 

a can of red paint 

WHERE 

in the garage 

HOW 1 

inside the haunted house 

WHY 

because of the darkness 

DID WHAT 

made creaking sounds 

WHAT 

an old wooden door 

WHO 

at midnight 

WHERE 

spooky 

HOW r' 

a lady in white 

WHEN 
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Ice Cream Game 


NAME 


WHO’s in Writer Rabbit’s World? 

A WHO can be a person or something that acts like a person, such as a visitor from 
another planet. 

Study the picture on the next page. Then on the lines below, write every WHO that you see 
in the picture. Use as many words as you like to describe each one. Two WHOs have been 
done for you. 


/TfetsAee/ 


A cry/rt^ 
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Ice Cream Game NAME 

WHO’s in Writer Rabbit’s World (continued) 























Ice Cream Game 


NAME 


WHO’s In Your Life? 


Write the names of at least two people you know for each kind of WHO below. Then tell 
something about each person. One example is given. 


Relatives 


NAME 


C//7c/€ 


DESCRIPTION 


//\/es //7 £>ef/'o/y Aas Mr-ee cfoq s 


Friends 


Teachers 


Neighbors 


Characters in books 


Characters on TV shows or in movies 


Other people you know 
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Ice Cream Game 


NAME 


WHAT’S in Writer Rabbit’s World? 

A WHAT can be a thing or an animal. 

Study the picture on the next page. Then on the lines below, write every WHAT that you 
see in the picture. Use as many words as you like to describe each one. Two WHATs have 
been done for you. 


M c/oQ 


71^0 



Ice Cream Game 


NAME 


WHAT’s in Writer Rabbit’s World (continued) 














Ice Cream Game 


NAME 


WHAT’S in Your Life? 

Write the names of at least two things for each kind of WHAT below. 

NAME DESCRIPTION 

Animals 


Metal things 


Things that make sounds 


Things that are used every day 


Things that are used only now and then 


Things that cost no money 


Things that have more than one color 


Things that you can’t easily pick up 
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Ice Cream Game 



8 


NAME 


Writer Rabbit 













Ice Cream Game 


NAME 



Writer Rabbit 


Writer Rabbit 





Ice Cream Game 



Writer Rabbit 
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NAME 



Writer Rabbit 









Ice Cream Game 


NAME 


You DID WHAT? 

Complete each of the sentences below by writing a DID WHAT sentence part to describe 
one or more things you did. Be sure to put a period at the end of each sentence. 

Earlier today, I _ 


Wsterday, I 


Once when I was acting silly, I 


On my last birthday, I 


In my entire life, I never once 


A good friend of mine 


I remember reading a book in which the hero 


In the most exciting movie I ever saw, the villain 


In a scary dream, I 


Once when I was sick, I 
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Ice Cream Game 


WHEN Did Writer I 

WHEN tells the time something happened. 

Study each picture. Then on the line below e 
of the things shown. One WHEN had been d 



/n ■/'/>£ 
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NAME 









Ice Cream Game 


NAME 










Ice Cream Game 


NAME 
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Ice Cream Game 


NAME 


WHEN Did You Do It? 

Complete each of the sentences below by writing a WHEN sentence part to describe when 
you did each of the things listed. Be sure to put a period at the end of each sentence. 

I swam_ 


I unwrapped presents 


1 slept 


I laughed 


I rubbed my stomach 


I cried 


I got angry 


I went to see my friends 


I read 


I hid 
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Ice Cream Game 


NAME 


WHERE Was Writer Rabbit? 

WHERE tells the place something happened. 

Study each picture. Then on the lines below each picture, finish the sentence by writing 
where Writer Rabbit was when the picture was taken. One sentence has been done for you. 



Writer Rabbit was under i^he . _ Writer Rabbit was 
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Ice Cream Game 


NAME 



Writer Rabbit was 


Writer Rabbit was 







Ice Cream Game 


NAME 


WHERE Was Writer Rabbit? (continued) 



Writer Rabbit was_ Writer Rabbit was 
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Ice Cream Came 


NAME 


WHERE Were You? 

Complete each of the sentences below by writing a WHERE sentence part to describe 
where you were when you did each of the things listed. Be sure to put a period at the 
end of each sentence. 

I brushed my teeth_ 


I slept 


I read 


I walked 


I once ate popcorn 


I had the most fun 


1 saw an elephant 


I watched a movie 


One vacation I visited 


The scariest place I’ve been was 
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Ice Cream Game 


NAME 


WHY Did Writer Rabbit Do It? 

WHY gives a reason for something that happened. 

Study each picture. Then on the lines below each picture, finish the sentence by writing 
why Writer Rabbit did each of the things shown. One sentence has been done for you. 



Writer Rabbit laughed i>ecQuse Aa Just Writer Rabbit cried 

tvo/7 a /r>////o^ c/o/Zars ._ _ 
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Ice Cream Game 


NAME 


WHY Did Writer Rabbit Do It? (continued) 



Writer Rabbit made a face_ Writer Rabbit frowned 



Writer Rabbit looked in the grass_ Writer Rabbit did a headstand 
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Ice Cream Game 


NAME 


WHY Did Writer Rabbit Do It? (continued) 



Writer Rabbit made an ice cream cone_ Writer Rabbit read a book 



Writer Rabbit dug up carrots_ Writer Rabbit watched TV 
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Ice Cream Game 


NAME 


WHY Did You Do It? 

Complete each of the sentences below ty writing a WHY sentence part to explain why you 
did each of the things listed. Be sure to put a period at the end of each sentence. 

I brushed my teeth ____ 


I went to school 


I smiled 


I ate 


I clapped my hands 


I put on a costume 


I called my friend on the telephone 


I listened to the radio 


I sang 


I wished for a million dollars 
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Ice Cream Game 


NAME 



Writer Rabbit was eating 


Writer Rabbit was eating 







Ice Cream Game 


NAME 



Writer Rabbit was eating 


Writer Rabbit was eating 












Ice Cream Game 


NAME 


HOW Did You Do It? 

Complete each of the sentences below ty writing a HOW sentence part to describe how you 
did each of the things listed. Be sure to put a period at the end of each sentence. 

I ate_ 


I ran 


I drew pictures 


I washed my hands 


I slept 


I dressed 


I swam 


I read 


I watched TV. 


I laughed 
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The C<tke Games 


NAME 


Sentence Search 1 

Write the kind of sentence part that is underlined in each sentence 
The sentence part will be one of the following: 

WHO WHERE 

WHAT WHY 

DID WHAT HOW 

WHEN 



1. The old tractor cut the grass on the hillside this morning. 

2. A spaceship landed at noon on the red planet . 

3. The captain of the team blew the whistle just for fun . 

4. A ghost floated up the stairway without a sound . 

5. A busy little spider spun a web in the attic. 

6. The train roared past the station at top speed . 

7. A playful pup chased a blue ball down the street. 

8. The bus driver drove slowly out of the parking lot. 

9. Snow and ice covered the roads yesterday afternoon . 

10. The mountain explorers climbed carefully up the mountain. 

11. The baseball sailed out of the park for a home run. 

12. The little girl let go of the balloon by accident . 

13. Large waves rolled into the harbor because of the storm . 

14. The old grandfather clock played music every hour. 

15. Everyone saw the rainbow after the storm . 
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The Cake Games 


NAME 


Sentence Search 2 

Find the sentence part in each sentence by 
underlining all the words in that part. 



1. WHAT 

2. HOW 

3. WHERE 

4. WHY 

5. WHO 

6. DID WHAT 

7. WHEN 

8. WHERE 

9. HOW 

10. WHEN 

11. WHAT 

12. WHO 

13. WHERE 

14. WHY 

15. DID WHAT 


An empty treasure chest was found on the sandy beach. 

The band played loudly at last night’s football game. 

A purring cat yawned and stretched on the big velvet pillow. 
The pirates captured the ship for its gold and jewels. 

The tall lion tamer walked bravely into the cage. 

The deep-sea diver jumped off the rubber raft. 

It began to rain just before sunrise. 

The herd of horses gallop>ed across the wide field. 

The big silver jet landed softly on the runway. 

The scouts sang songs all night around the camp fire. 

A large yellow moon smiled through the trees. 

The old gold miner shouted for joy. 

They found a strange message inside the green bottle. 

A long line of people waited in the rain for tickets. 

The colorful kite sailed high in the sky. 
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The Cake Games 


NAME 



4. A beautiful bird flew swiftly into an evergreen tree. 

a. WHO . . . DID WHAT . . . WHERE . . . HOW 

b. WHAT . . . DID WHAT . . . HOW . . . WHERE 

c. WHAT . . . DID WHAT . . . WHERE . . . WHY 


5. The astronaut steered the spaceship carefully night and day. 

a. WHO . . . DID WHAT . . . WHAT . . . WHEN 

b. WHAT . . . HOW . . . WHEN . . . DID WHAT 

c. WHO . . . DID WHAT . . . HOW . . . WHEN 


6. A friendly giant sang loudly inside his cave. 

a. WHO . . . DID WHAT . . . HOW . . . WHERE 

b. WHAT . . . DID WHAT . . . WHY . . . WHERE 

c. WHAT . . . DID WHAT . . . HOW . . . WHEN 


7. The snow sparkled on the roof this morning. 

a. WHAT . . . HOW . . . DID WHAT . . . WHERE 

b. WHAT . . . DID WHAT . . . WHEN . . . WHERE 

c. WHAT . . . DID WHAT . . . WHERE . . . WHEN 


8. The traveler suddenly sold her car yesterday in town for the money. 

a. WHO . . . DID WHAT . . . HOW . . . WHY . . . WHEN . . . WHERE 

b. WHO . . . HOW . . . DID WHAT . . . WHEN . . . WHERE . . . WHY 

c. WHO . . . HOW . . . DID WHAT . . . WHERE . . . WHY . . . HOW 
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The Cake Gaines 


NAME 


Pass-It-On Sentences 

Play this game with three or four friends. Each of you should 
write a sentence part on the lines below. Pass the paper around 
until everyone has written at least one sentence part. Then 
decide together on the best order of the parts to make a com¬ 
plete sentence. Write the sentence on the lines below the parts. 


1. WHO 

DID WHAT 

WHEN 

WHERE 

WHY 

HOW 



2. WHO 

DID WHAT 

WHEN 

WHERE 

WHY 

HOW 
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Juice Game 


NAME 


Sentence Builder 

Circle the number beside each group of words that is a complete sentence. 

1. A box turtle safely crossed the road. 

2. The pioneers along the wide river. 

3. Ages ago sailed on the ocean. 

4. A brand new bicycle leaned against the fence. 

5. Planted apple trees last month. 

6. The lost pilot followed the railroad tracks. 

7. The swimmer reached the island just in time. 

8. Strange sounds inside the old bam at night. 

9. A bluebird through the branches outside my window. 

10. The camp fire burned brightly. 



Choose sentence parts from the box and add one or more to each incomplete sentence 
above to make it a complete sentence. Write your complete sentences on the lines below. 


walked 

loudly 

pirate ships 

often 

eager explorers 

softly 

sang 

slowly 

carefully 

friendly Indians 

echoed 

quickly 

whistled 

flew 

an old farmer 
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Silly Story Party 


NAME 


Make-a-Stoify 

Finish this short story by writing in the missing sentence parts. Ifou can choose sentence 
parts from the box below or write in your own parts. 


One dark and rainy night, I walked 
Suddenly_ 


(WHERE) 


(WHAT) 


jumped out at me. 


I started to run 


(HOW) 


. Then before my eyes, 


(WHO) 


appeared. He said, “You must leave 


(WHEN) 

Then, for no reason at all, he. 


!” I was afraid. 


(WHY) 


. The next 


(DID WHAT) 


thing I knew, I 


WHERE 

WHAT 

WHO 

HOW 

to the cemetery 

a hairy spider 

Count Dracula 

very fast 

into a haunted house 

a big bat 

a wizard 

fearfully 

down to the dungeon 

a silly spook 

a strange man 

at top speed 

along the road 

an old crow 

a magician 

with joy 

WHY 

WHEN 

DID WHAT 


for my life 

now 

flew away 

woke up 

because of the rain 

before midnight 

disappeared 

fell asleep 

because of his eyes 

after dawn 

roared 

laughed 

because of the hour 

in an instant 

started singing 

melted 
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Silly Story Party 


NAME 


Plan-a-Story 

Think of a story you’d like to write about. Give your story a title. Then answer the 
questions below. 

Story Title_ 

WHO or WHAT is the story about? 

Hero or heroine_ 

Villain_ 

Other characters_ 

WHEN does the story take place?_ 

WHERE does the main action take place?_ 

By the end of the story, the reader will know that the main characters DID WHAT? 
Hero or heroine_ 


Villain 


Other characters 


WHY do the characters do what they do? 
Hero or heroine_ 


Villain 


Other characters 


HOW do the characters do what they do? (Use words like bravely, nervously, meanly, with 
courage, quickly, secretly, and so on.) 

Hero or heroine acts _ 


Villain acts 


Other characters act 
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Silly Story Party 


NAME 


Gift Thank You Letter 

Write in the missing sentence parts in the letter below. Then send it to a friend or member 
of your femily. 


Dear_ 

(WHO) 


Thank you for the great present! I always wanted 

When I got it I was so happy I nearly_ 

I have it with me whenever I am_ 


or 


(WHERE) 


(WHAT) 


(WHAT) 


(DID WHAT) 


(WHERE) 


. I like it as much as 
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Silly Story Party 


NAME 


Visit Thank You Letter 

Write in the missing sentence parts in the letter below. Then send it to a friend or member 
of your family. 


Dear 


(WHO) 


Thank you for inviting me over 
I had so much fun when we_ 


(WHERE) 


(WHEN) 


(DID WHAT) 

_. I also enjoyed eating 


(WHAT) (WHERE) 
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Silly Story Party 


NAME 


Congratulations Letter 

Write in the missing sentence parts in the letter below. Then send it to a friend or member 
of your family. 


Dear_ 

(WHO) 


(WHO) 


(DID WHAT) 


(WHERE) 

proud of you, I _ 

I always knew that if you worked . 
you could do it! 

Sincerely, 


(WHO) 


told me that last week you 


(HOW) 

That news made me so 


(DID WHAT) 

(HOW) 
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Silly Story Party 


NAME 


m Found Item Announcement 

Write in the missing sentence parts in the announcement below. Then post a copy on the 
bulletin board in your classroom. 


FOUND: 


(WHAT) 


WHERE: 


(WHERE) 


WHEN: _ 

(WHEN) 


If this belongs to you, please call 


(WHO) 


immediately. If no one claims it soon, I’ll have to put it 




Silly Story Party 


NAME 


Lost Item Announcement 

Write in the missing sentence parts in the announcement below. Then post a copy on the 
bulletin board in your classroom. 


(WHEN) 


I lost 


(WHAT 


I think I lost it_ 

I need to find it_ 

There will be a reward of_ 

to the person who finds it. Please call 
right away if you know where it is. 


(WHERE) 


(WHY) 


(WHAT) 


(WHO) 
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Silly Story Party 


NAME 


Party Invitation 

Write in the missing sentence parts in the invitation below. Then send it to 
your friends and family. 


Dear. 


(WHO) 


I hope you will be able to come to a party next week for 


(WHO) 


.. It will take place 


(WHERE) 


Something special that will be 


at the party is 


(WHAT) 


You should bring 


with you. 


(WHAT) 

If you can make it, please leave a message_ 


(WHERE) 






Silly Story Party 


Book Report 

Write in the missing sentence parts in the book 
read it to the class. 


I just finished a book about 


It was written by 


(WHEN) 


takes place 


(WHERE) 


part of the book was when 


I liked this book as much as I like_ 

so you can see how good it was! Let me 


NAME 



(WHAT) 

(WHO) 

_The action in the book 

_The most exciting 

(WHO) 

(DID WHAT) 

(WHAT) ’ 

if you’d like to hear more about it. 





Silly Story Party 


NAME 


Picture Story Planner 

Think of a story you’d like to write about. Give your story a title. Then answer the 
questions below. 


Story Title_ 

WHO or WHAT is the story about? Give your characters names and describe who or 
what they are. 


WHEN does the story take place? 


WHERE does the main action take place? 


By the end of the story, the reader will know that the main characters DID WHAT? 


WHY do the characters do what they do? 


HOW do the characters do what they do? (Use words like cleverly, excitedly, happily, with 
fear, fast, crazily, and so on.) 
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Special Keys 


Appendix 


KEYS 


FUNCTION 


Apple 


Tandy 1000 


Bm 


BB 


BB 

BB 


BB 

BB 


Moves the highlighted bar down 
or right 

Moves the highlighted bar up or left 


BACK SPACE! Erases a letter you typed 


SPACEBAR I I SPACEBAR | | SPACEBAR | Makes selections in games and 

menus; underlines sentence parts in 
Cake Game 2 


RETURN 


Selects underlined sentence parts 
in Cake Game 2; elsewhere, use 
use this key when prompted 


Returns you to the preceding menu 


Displays help windows from anywhere 
in the program 


CONTROL I IB 


Turns the sound on and off 


CONTROL I Pf] I control] [ t ] 


I T I Turns the timer on and off 


shift! and 
a letter 
(Apple lie 
and He) 

control! [XI 

and a letter 
(Apple II or 11+) 


a letter 


a letter 


Capitalizes the letter 






Sentence Parts 


Appendix 



Part Description 

WHO Names a person or group of people 


WHAT Names animals or things 


DID WHAT Tells what happened 


WHEN Tells the time something happened 


WHERE Tells the place something happened 


WHY Tells the reason something happened 


HOW Tells the way something happened 


Examples 

six silly boys 
Mr. Hooper 
my teacher 
we 

six drippy ducks 
my puppy 
a new wagon 
the big bike 

made a mess 
rode a bike 
got sick 
giggled 


in the morning 
at six o’clock 
last year 
on Sunday 


in a puddle 
under a box 
on a pig’s back 
next to a frog 


for a surprise 
just for fun 
for no reason 
because of illness 


very neatly 
with good form 
loudly 
too fast 


Complete Sentences 

WHAT+DID WHAT 
WHO+DID WHAT 
WHO+DID WHAT+WHERE 
WHO+DID WHAT-fWHEN 
WHAT+DID WHAT+WHEN 


Examples 

A duck sang a song. 

The man sang a song. 

The man sat in the park. 

My mom ran on Sunday. 

My cat ran away on Sunday. 



Keeping Current 


Appendix 


The following publications are intended to provide additional information to educators who want to 
learn more about computers and their use as an educational tool. 

Books 

Coburn, et al. Practical Guide to Computers in Education, Massachusetts: Addison-Wesley, 1982. 

Goodson, Bobby, and Ann Lathrop. Courseware in the Classroom. Massachusetts: Addison-Wesley, 1983. 
Hunter, Beverly. My Students Use Computers: Computer Literacy in K-8 Curriculum. Virginia: Reston, 1983. 

Kleiman, Glenn. Brave New Schools: How Computers Can Change Education. Virginia: Reston/Prentice Hall, 
1984. 

Papert, Seymour. Mindstorms. New York: Basic Books, 1980. 

Peterson, Dale, ed. Intelligent Schoolhouse: Readings on Computers in Learning. Virginia: Reston/Prentice Hall, 
1983. 

Magazines and Software Review Guides 

Classroom Computer Learning. Peter Li, Inc., 2451 East River Road, Dayton, OH 45439 
Compute! Compute! Publications, Inc., 324 West Windover Avenue, Suite 200, Greensboro, NC 27408 
The Computing Teacher. University of Oregon, 1787 Agate Street, Eugene, OR 97403-1923 
Digest of Software Reviews. Educational Computing Magazine, 301 W. Mesa, Fresno, CA 93704 

Educational Software Preview Guide. Published by the California TECC Software Library and Clearinghouse- 
Redwood City, California. Avialable through the International Council for Computers in Education (ICCE), 

1787 Agate Street, Eugene, OR 97403-1923 

The Educational Software Selector (TESS). EPIE Institute, Teacher’s College Press, Box 839-T, 

Water Mill, NY 11976 

The Writing Notebook. Creative Word Processing in the Classroom, P.O. Box 1268, Eugene, OR 97440-1268 
Electronic Learning Magazine. Scholastic Inc., P.O. Box 644, Lyndhurst, NJ 07071-9985 

MicroSIFT Courseware Evaluations Database Software for Social Studies. Northwest Regional Educational 
Laboratory, 300 S.W. Sixth Avenue, Portland, OR 97203 

Only the Best: The Discriminating Software Guide for Preschool-Grade 12, 1989 Edition. Education News 
Service, P.O. Box 1789, Carmichael, CA 95609 

Teaching and Computers. Electronic Learning, 902 Sylvan Avenue, Englewood Cliffs, NJ 07632 

Technology in the Curriculum (TIC) Project. California State Department of Education, Publications Sal' 

Box 271, Sacramento, CA 95802-0271 
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Customer Service 


We are proud of the special relationship we have with many satisfied teachers and students. If you have a problem, 
a question, or a suggestion, please call our School Division or Technical Support Hotline at 1-800-852-2255 or 
1-415-792-2101 Monday through Friday from 7am to 6pm or Saturday from 8am to 12pm, PST or PDST. 

The Learning Company warrants to the original purchaser that the disks provided with this user’s guide and the 
software program coded thereon will perform in accordance with the descriptions in this user’s guide when used 
with the specified equipment. If the program is found defective within 90 days of your purchase, it will be replaced. 
Simply call The Learning Company’s Customer Service Department at the above toll-free number, and a 
replacement disk will be sent within 24 hours. Replacement of the disk is the full extent of our liability. 

This warranty is in lieu of all other warranties, whether oral or written, express or implied. Any implied warranties, 
including those of merchantability and fitness for a particular purpose, are limited in duration to 90 days from the 
date of purchase of this product. 

The Learning Company shall not be liable for incidental and/or consequential damages for the breach of any 
express or implied warranty including damage to property and, to the extent permitted by law, damages for 
personal injury even if The Learning Company has been advised of the possibility of such damages. Some states do 
not allow the exclusion or limitation of incidental or consequential damages or limitations on how long an implied 
warranty lasts, so the above limitations or exclusion may not apply to you. 

This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any federal, 
state, or municipal law which cannot be pre-empted. This warranty gives you specific legal rights, and you may also 
have other rights which vary from state to state. 

Unauthorized reproduction, adaptation, distribution, performance, or display of this document, the associated 
computer program, or the audiovisual work is strictly prohibited. 

Damaged Disk Replacement Policy 

The Learning Company will replace disks that the user damages for a duplicating and handling fee. Return your 
damaged disk and a check for $10 to: 

The Learning Company 
6493 Kaiser Drive 
Fremont, CA 94555 
Attention: Disk Return Dept. 
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Writer Rabbit 

Builds Early Writing And Thinking Skills 


QUICK 

START 


On an Apple computer: 

• Put your Writer Rabbit disk in the disk drive, Side 1 up, and 
close the door. 

• Turn on the computer and monitor. 

After a few seconds, a menu will appear over the title screen. 
Select Level A (the easiest level) by following the prompts on 
the screen. 


The Main Menu: 

Use the ARROW keys to move the highlight bar down to 

Sentence Hints.Then press [SPACEBAR . Sentence Hints will 
explain about the different sentence parts and about 
complete sentences. When you are done learning about 
sentence parts, choose “Go to Main Menu.” 

Select the first game—Ice Cream Game—from the Main Menu. 
Choose “See how to play” to view the game instructions on 
your screen. Then choose “Play the game.” 

Special Keys: 

Press if you need help during the game at any time. 

The I ESC I key will return you to the previous menu or screen. 
+ will turn the sound off or on. 

+ will turn the timer off or on. 

(Refer to page A1 of the Appendix for a more complete list of 
Special Keys.) 


CONTROL 

CONTROL 


The Learning Company^ 

6493 Kaiser Drive • Fremont, CA 94555 

1-800-852-2255 • (415) 792-2101 






Help your students develop problem-solving and critical thinking skills 
while learning the basics with our award-winning software! 


Reader Rabbit™ 

Early Reading Skills 
Grades: Kindergarten-2nd 

Reader Rabbit is an imaginative and chal¬ 
lenging program that helps students build 
fundamental reading and spelling skills while 
developing thinking skills. Through a series of 
four carefully sequenced games, students 
improve their letter and word recognition, 
memory skills and vocabulary. A “talking” 
version of Reader Rabbit is available for the 
Apple lIGS™ and the Tandy® 1000 computers. 

■ Multiple options allow teachers to custom¬ 
ize program to individual student’s needs. 

■ Over 200 three-letter words selected from 
the reading curriculum. 

■ Students are given animated and musical 
rewards for correct solutions. 

■ Allows students to work individually, 
together in small groups, or as a class. 

O “Parents’ Choice Award” 1987 

Parents’ Choice Foundation 


Math Rabbif" 

Early Math Skills 
Grades: Kindergarten-2nd 

Math Rabbit is a delightful program that builds 
early math skills while enriching a student’s 
appreciation of numbers. Students develop 
problem-solving while exploring number con¬ 
cepts such as counting, adding, subtracting, 
and recognizing number relationships and pat¬ 
terns. They begin by matching sets of objects 
to numbers, then progress to adding and 
subtracting two-digit numbers. 

■ Develops skills in counting, adding, sub¬ 
tracting, recognizing number relationships 
and Identifying equalities and inequalities. 

■ Offers an extensive array of special options 
for customizing your students’ learning 
experience. 

O “Parents’ Choice Award” 1987 

Parents’ Choice Foundation 


Writer Rabbit™ 

Early Writing Skills 
Grades: 2nd-4th 

Writer Rabbit is a valuable new tool for devel¬ 
oping writing skills and reinforcing reading 
comprehension while developing thinking 
skills. Students identify sentence parts and 
construct sentences in a highly motivating, 
positive atmosphere. Over the course of six 
carefully sequenced games, students learn 
grammar concepts and progress to higher 
writing levels. 

■ Teaches students to recognize and write 
complete sentences. 

■ Individual student record-keeping system 
lets you assess progress. 

■ Can be customized to student’s ability by 
selecting vocabulary level, sentence length, 
game speed and more. 

■ Prints out stories, letters and record¬ 
keeping data, plus an “Award” certificate. 

O “Award of Excellence” 1988 

Classroom Computer Learning 


Other School Editions Available from The Learning Company... 


Gertrude’s Secrets® 

Grades: Kindergarten-3rd 

A series of challenging logic puzzles helps students 
develop critical thinking and problem-solving skills. 
As they manipulate colorful playing pieces of differ¬ 
ent shapes, students learn important classification, 
grouping, sequencing, and organizing skills. 

© “BestSoftwareof the Year Award” 

Learning Magazine 

Gertrude’s Puzzles® 

Grades: 4th-7th 

Six challenging puzzles, more advanced than those 
in Gertrude’s Secrets, expand students’ analytical 
thinking skills. By ordering and sorting playing 
pieces by shape and color attributes, students 
learn to recognize patterns and relationships and 
to categorize information. 

© “Best Software of the Year Award” 

Learning Magazine 


Magic Spells® 

Grades: 1st-6th 

In a magical kingdom, readers at all levels sharpen 
spelling skills by unscrambling words and spelling 
flashed words. A built-in editor allows teachers to 
quickly and easily create their own spelling lists to 
adapt to individual student needs. 

Bumble Games® 

Grades: Kindergarten-5th 

Principles of basic mathematics and geometry are 
covered with this classroom-proven program. Six 
appealing games introduce the concepts of number 
lines, number pairs, and graph plotting, and invite 
students to plot their own designs on X-Y grids. 

© “Best Software of the Year Award” 

Learning Magazine 


Rocky’s Boots® 

Grades: 4th and up 

This widely acclaimed program develops skills in 
logical thinking and encourages creative problem 
solving. Students use the concepts of simple elec¬ 
tronic circuitry and circuit design to learn logic in a 
motivating, innovative environment. 

© “Certified Gold Award” 1987 

Software Publishers’ Association 

Moptown Parade® 

Grades: Kindergarten-3rd 

A parade of friendly “Moppet” characters with 
different attributes helps students develop the 
underlying pattern recognition, sequencing, and 
thinking skills essential to math and reading. 
Students discover similarities, differences and 
patterns. 

© “Best Software of the Year Award” 

Learning Magazine 


Lab Editions Now Available!!! 

The Learning Company’s New Lab Editions (Lab Packs) are designed to serve the 
needs of classrooms with multiple computers. Lab Editions include six program disks, 
a comprehensive teacher’s guide, a scope and sequence chart, on-line and off-line 
activities and blackline masters. Lab Editions may be ordered directly from your local 
Authorized Learning Company Dealer, or from The Learning Company. 


The Learning Company^ 


Moptown Hotel® 

Grades: 4th-7th 

An advanced version of Moptown Parade, this 
program develops problem-solving and thinking 
skills through a series of sequencing puzzles. By 
finding the correct sequences of “Moppet” charac¬ 
ters, students learn how to use hypotheses and 
trial-and-error logic. 

© “Best Software of the Year Award” 

Learning Magazine 


ITie lA-arning ('ompany 


---- 

6493 Kaiser Drive Fremont, CA 94555 

For more information, call our School Sales Division: 1-800-852-2255 

The Learning Company is a registered trademark of The Learning Company. (415-792-2101 in Canada) 










